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SMITE: SEASON 3 


The team talks to Scott Zier, SMITE’s lead 
designer about the upcoming changes 
within Season 3. 


44 


NEW PANTHEON 


Get a sneak peek atthe upcoming Japaneses 
Pantheon, as well as a first glance at the new 
goddess, Amaterasu. 


Te 


REIGNING CHAMPS 


It's been awhole year since Cloud9 G2A (then 
COG Prime) took the World Championship. 
How are they doing now? 


80 


PENGUINOFDEATH 


Not only is PenguinOfDeath a beloved Content 
Creator for the SMITE Community, he’s a top 
notch guy! We have a chat with him. 


08 


SCHEUDLE 


Be sure to keep up to date with 
everything that is happening 
during the event! 
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le 


TEAM PROFILES 


Get to know all the teams 
competing during the SMITE 
World Championships. 


NEW PANTHEON 
Get a sneak peek at the 
upcoming Japaneses Pantheon, 


as well as a first glance at the 
new goddess, Amaterasu. 
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PALADINS 


Hi-Rez newest title, Paladins, is 
in Closed Beta. We take a look 
at how it’s coming along, and 
where it's going. 


RISE OF ESPORTS 


We take a look at how esports, 
as a whole, have grown over the 
past few years. 
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ALIENWARE? 


ADB 
UNDEFEATED AWAITS. 


Play like a pro with the [new] Alienware X51 featuring an Intel® 
Core™ i7 processor, reengineered with optional liquid cooling 
and amplified graphics for the power to win the tournament. 


alienware.com/desktops js 
Intel Inside®. 
Alienware is a trademark of Dell Inc. Intel, the Intel Logo, Intel Inside, Intel Core, and Extraordinary Performance Outside 


Core Inside are trademarks of the Intel Corporation in the U.S. and/or other countries. 


TIME THURSDAY, JANUARY 7, 2016 


SATURDAY, JANUARY 9, 2016 | SUNDAY, JANUARY 10, 2016 


FRIDAY, JANUARY 8, 2016 


9:30 AM en for atic M) Doors Open (9:30 AM ) Doors Open ( 9:30 AM ) Doors Open (9:30 AM ) 
9:45 AM a Za 
10:00 AM 
10:15 AM 
10:30 AM 
10:45 AM 
11:00 AM oP Pre Game (11:00 AM ) >re ne (11:00 AM ) 


11:15 AM 


11:30 AM 
11:45 AM 
12:00 PM 
12:15 PM 
12:30 PM 
12:45 PM 
1:00 PM 
1:15 PM 
1:30 PM 
1:45 PM 
2:00 PM 
2:15 PM 
2:30 PM PLACEMENT ROUND 4 


2:45 PM Fnatic vs QG 
(230 PM-3:15 PMEST) 


() XBOXONE INVITATIONAL 


PLACEMENT ROUND 2. 
PaiN Gaming vs OMG.B 
(12:30 PM-1:15 PMEST) 


GRAND FINALS 
WINNER 1 vs WINNER 2 
Best of 5 
(11:15 AM - 3:30 PM EST) 


Enemy vs Avant Garde 
(1:30 PM-2:15 PMEST) 


3:00 PM 
3:15 PM 


aa0PM PLACEMENT ROUND 5 
3:45 PM WINNER 1 vs WINNER 2 
Gone (3:30 PM-4:15 PMEST) 


4:15PM 


450 PM PLACEMENT ROUND 6 
4:45 PM WINNER 3 vs WINNER 4 
aire (430 PM-5:15 PMEST) 
5:15 PM 


5:30 PM PLACEMENT ROUND 7 
5:45 PM LOSER 1 vs LOSER 2 
(5:30 PM - 6:15 PMEST) 


6:00 PM 
6:15 PM 
6:30 PM PLACEMENT ROUND 8 
6:45 PM LOSER 3 vs LOSER 4 

Tr (6:30 PM-7:15 PMEST) 
7:15 PM 
7:30 PM 
7:45 PM 


00M KGOXONE INVITATIONAL [lll Ron (taming vad Crey 


8:30 PM 


8:45 PM SEMI FINALS 1 
Eelios Aware Gaming vs COG Gaming 


9:15PM 
Sa5 ea Best of 3 


9:45 PM (7:30 PM - 11:00 PM EST) 
10:00 PM 
10:15 PM 
10:30 PM 


1:00 rr 


11:15 PM 


v1300 tng 


11:45 PM 
12:00 AM 


(@) XBOXONE INVITATIONAL 


SEMI FINALS 2 
Eager vs Open Bracket Qualifier 
Best of 3 
(8:15 PM - 11:30 PM EST) 


12:15 AM 
12:30 AM 
12:45 AM 
1:00 AM 


Please note: all match start times are approximate and can vary largely, depending on the previous matches’ length. 
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7a 
EPSILON 


Match 2 (Best of 1) 


= EPSILON ESPORTS 


“aaa PAIN GAMING 


OH MY GOD B 


Match 3 (Best of 1) 


Match 5 (Best of 1) 


Match 8 


( 


WINNER 1 


WINNER 2 


LOSER 2 


Best of 1 


Match 6 (Best of 1) 


Match 7 (Best of 1) 


) 


Quarter Final 1 (Best of 3) 


PARADI 


PARADIGM 


Semi Final 1 (Best of 5) 


WINNER OF 


WINNER OF MATCH 7 


Quarter Final 2 (Best of 3) 


WINNER OF 2 
WINNER OF MATCH 6 


GRAND FINALS (Best of 5) 


WINNER SF 1 


LOSER OF MATCH 5 


Quarter Final 3 (Best of 3) oy 


WINNER SF 2 


S 


emi Final 2 (Best of 5) 


WINNER QF 3 


WINNER OF MATCH 8 


Quarter Final 4 (Best of 3) 


WINNER QF 4 
WINNER OF MATCH 5 


LOSER OF MATCH 6 


_— = 


G933 ARTEMIS SPECTRUM" 


WIRELESS 7.11 SURROUND GAMING HEADSET 


@- Logitech 


G933 Artemis Soectrum wireless gaming headphone with fold-away mic features Pro-G™ audio drivers, giving you 
immersive Surround sound. Conveniently access programmable lighting, audio, and G-key controls directly from your 
headset. Create custom sound profiles with the on-board equalizer. Connect up to three devices for multi-source sound 
mixing.* 


*Some profile settings require Logitech Gaming Software available for download at logitech.com/downloads 
© 2015 Logitech. Logitech, the Logitech logo, and other Logitech marks are owned by Logitech and may be registered. gaming.logitech.com/G933 
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CLOUDY G2A 


NORTH AMERICA 


On paper, Cloud? is the most accomplished team of the bunch. They are, after all, the defending World Champions, taking home the 
grand prize at SWC last year. Since then they've changed out their solo laner for a relatively newer player, Baskin, but everything has fit 
into place as the team has been successful in the 2015 season. After a few stumbles during the fall split, the team was qualified and ready 
for the Super Regionals. Just a few games in, fans realized that the Cloud? of last year was still here, still ready to play, and still looking for 


blood. This is a team that ended their season with an enormous victory against the #1 seeded NA team. Cloud9 wants a second trophy, 
and they’re playing for it. 


BASKIN - SOLO 

Name: Woonyoung Kim 
Hometown: Setauket, NY 
Twitter Handle: (@C9Baskin 
Favorite God(s): Loki, Thor 
SMITE Career Length: 2 years 


JEFFHINDLA - SUPPORT 

Name: Rosario Vilardi 

Hometown: Islip, NY 

Twitter Handle: (@C9Jeffhindla 

Favorite God(s): Bacchus, Sylvanus, Loki 
SMITE Career Length: 3+ years 


ANDINSTER- JUNGLE - TEAM CAPTAIN 
Name: Andrew Woodward 

Hometown: Woodbridge, NJ 

Twitter Handle: (dc9andinster 

Favorite God(s): Awilix, Thor, Serget 
SMITE Career Length: 3+ years 


BARRACCUDDA - HUNTER 

Name: John Salter 

Hometown: Cartersville, GA 
Twitter Handle: (@C9BaRRaCCuDDa 
Favorite God(s): Apollo 

SMITE Career Length: 2+ years 


MLCST3ALTH - MID 

Name: Brett Felley 

Hometown: Dallas, TX 

Twitter Handle: (@c9MLC_St3alth 
Favorite God(s): Janus, Zeus, Scylla 
SMITE Career Length: 3+ years 
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LAN Experience 


SPL NA Super Regionals 2015 [1st] 
COGnitive Invitational (1st) 


LAN Experience 


SMITE Launch Tournament (5th - 8th) 
SMITE NA Regionals 2014 (2nd) 
SMITE World Championship 2015 (1st) 
COGnitive Invitational (1st) 

SPL NA Super Regionals 2015 (1st) 


LAN Experience 


SMITE Launch Tournament (5th - 8th) 
SMITE NA Regionals 2014 (2nd) 
SMITE World Championship 2015 (1st) 
COGnitive Invitational (1st) 

SPL NA Super Regionals 2015 (1st) 


LAN Experience 


SMITE Launch Tournament (5th - 8th) 
SMITE NA Regionals 2014 (2nd) 
SMITE World Championship 2015 (1st) 
COGnitive Invitational (1st) 

SPL NA Super Regionals 2015 (1st] 


LAN Experience 


SMITE Launch Tournament (5th - 8th) 
SMITE NA Regionals 2014 (2nd) 
SMITE World Championship 2015 (1st) 
COGnitive Invitational (1st) 

SPL NA Super Regionals 2015 (1st) 
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ENEMY ESPORTS 


NORTH AMERICA 


Enemy is the newest team on the block, and because of it, the underdog. Enemy is a team handcrafted by Captain PainDeViande; the 
entire roster was replaced at the beginning of the fall split. A lot of fans were upset at Pain’s decision, but his goal was to create the 
most competitive team possible. The team started off strong in the fall split, but fell to the middle of the pack as the stronger teams 
floated to the top, but come LAN time it was a different story. The team pulled out all of the stops for the Super Regionals, and played at 
a completely different level. Enemy toppled some of the harder competition at that LAN, and earned their way to Worlds the hard way. 
Enemy hopes to bottle some of the lightning they had at Super Regionals and power through the SWC. 


SALTMACHINE - SOLO 

Name: Ben McKinzey 

Hometown: Champaign, IL 

Twitter Handle: (@NME_saltmachine 
Favorite God(s): Aphrodite 

SMITE Career Length: 2 years 


PAINDEVIANDE - SUPPORT - CAPTAIN 
Name: Louis-Philippe Geoffrion 
Hometown: Montreal, Quebec 

Twitter Handle: (@NMEPainDeViande 
Favorite God(s): Odin, Khepri, Athena 
SMITE Career Length: 3+ years 


ADJUST - JUNGLE 

Name: Jared Deline 

Hometown: Barrie, Ontario 

Twitter Handle: (aDazeology 
Favorite God(s): Thor, Bastet, Awilix 
SMITE Career Length: 2+ years 


VETIUM - HUNTER 

Name: Conor Roberts 
Hometown: Toronto, Ontario 
Twitter Handle: (@NME_Vetium 
Favorite God(s): Anhur 

SMITE Career Length: 3 years 


KHAOS - MID 

Name: Alexander Greenstein 
Hometown: Roslyn Heights, NY 
Twitter Handle: @NME_Khaos 
Favorite God{s): Zhong Kui, Agni 
SMITE Career Length: 3 years 
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LAN Experience 


SPL NA Super Regionals 2015 (2nd) 


LAN Experience 


PAX Prime 2013 [2nd] 

Siegecon 2013 (2nd) 

SMITE Launch Tournament (5th-8th) 
SPL NA Regionals 2014 (3rd) 

SPL NA Super Regionals 2015 (2nd) 


LAN Experience 


SPL NA Super Regionals 2015 (2nd) 


LAN Experience 


SPL NA Super Regionals 2015 (2nd) 


LAN Experience 


SPL NA Super Regionals 2015 (2nd) 
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EPSILON ESPORTS 
TEAM BIOGRAPHY EUROPE 


Epsilon is one of the newer teams that will be playing on the stage at SWC, but don’t let that fool you. The team has been dominant ever 
since they stepped into the Pro League. Lead by veteran player iRaffer (although in game some might say it’s all about Jungler Adapting), 
the two splits that the team have been in the pro league have been largely successful. Most notably was the Fall Split, a 24 game period 
in which Epsilon only dropped a single game! The team and fans alike were surprised when Epsilon didn’t bring home the European 
Regional Championship, but for the young team, It was just more LAN experience. Epsilon will look to combine their raw skill with a little 
bit of what they've taken from their recent LANs to place well at SWC. 


= 
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WING 


as JewSonic” 
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Epsiior 


Wonig 


SENT ALW INA 


DIMI - SOLO 

Name: Peter Dimitrov 
Hometown: Muehlacker, Germany 
Twitter Handle: (depsilon_dimi 


Favorite Godls): Tyr, Guan Yu, He Bo, Agni 


SMITE Career Length: 3 years 


IRAFFER - SUPPORT - TEAM CAPTAIN 
Name: Craig Rathbone 

Hometown: Warrington, Great Britain 
Twitter Handle: (depsilon_iraffer 
Favorite Godls): Sylvanus 

SMITE Career Length: 3+ years 


ADAPTING - JUNGLE 

Name: Kennet Ros 

Hometown: Ostersund, Sweden 
Twitter Handle: (dEpsilonAdapting 
Favorite God(s): Thor 

SMITE Career Length: 2 years 


EMILITOO - HUNTER 

Name: Emil Starnman 
Hometown: Goteborg, Sweden 
Twitter Handle: (demilitooSMITE 
Favorite God(s): Ratatoskr, Chiron 
SMITE Career Length: 3+ years 


YAMMYN - MID 

Name: André Brannvall 

Hometown: Lulea, Sweden 

Twitter Handle: (depsilon_yammyn 
Favorite God(s): Medusa, Janus, Nox 
SMITE Career Length: 2 years 
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LAN Experience 
- SPLEU Super Regionals 2015 (2nd) 


LAN Experience 

- SPLEU Regionals 2014 (3rd) 

- SPLEU Super Regionals 2015 
(2nd)TSM Invitaition (3rd) 


LAN Experience 
- SPLEU Super Regionals 2015 (2nd) 


LAN Experience 
- SPLEU Regionals 2014 (5th/éth) 
- SPLEU Super Regionals 2015 (2nd) 


LAN Experience 
- SPLEU Super Regionals 2015 (2nd) 
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PARADIGM 


EUROPE 


Paradigm, the top team out of Europe, has a long history of success. The core of the squad has been around since the beginning of SMITE, 
going all the way back to 2012. QvoFred, Lawbster, and Trixtank were a part of the team that won the original SMITE Launch Tournament, 
and right alongside them was manager Zimpstar, the creator of the Paradigm team they play for today. 

2015 has been a year of consistent improvement. The squad played well during the Spring Split, stepped it up to find themselves in the 
better standings of the Summer Split, and then concluded in the Fall as the #1 seed. There is a ton of momentum behind this energetic 
team, and if Paradigm want to win it all, they'll need every ounce of it. 


_— 


XALIEA - SOLO 

Name: Jeroen Klaver 

Hometown: Duivendrecht, Netherlands 
Twitter Handle: (@PDG_Xaliea 

Favorite Godls): Mercury 

SMITE Career Length: 3 years 


TRIXTANK - SUPPORT 

Name: Jeppe Gylling 

Hometown: Struer, Denmark 
Twitter Handle: (@PDG_Trixtank 
Favorite God{s): SWK, Bacchus, Thor 
SMITE Career Length: 3 years 


QVOFRED - JUNGLE 

Name: Anders Korsbo 
Hometown: Struer, Denmark 
Twitter Handle: (@PDG_Qvofred 
Favorite God(s): Awilix 

SMITE Career Length: 3+ years 


FUNBALLER - HUNTER 

Name: Kieran Patidar 

Hometown: Manchester, Great Britain 
Twitter Handle: (@PDG_Funball 
Favorite God(s): Chronos, Ullr, Geb, Sol 
SMITE Career Length: 3 years 


LAWBSTER - MID 

Name: Emil Evensen 

Hometown: Oslo, Norway 

Twitter Handle: (@PDG_Lawbster 
Favorite God(s): Chronos, Ullr, Zeus 
SMITE Career Length: 3+ years 
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LAN Experience 

- SMITE Launch Tournament (5th/6th) 
- TSM Invitational (1st) 

- SPLEU Regionals 2014 (3rd/4th) 

- SPLEU Spring Finals 2015 (4th) 

- SPLEU Summer Finals 2015 (2nd) 
- SPLEU Super Regionals 2015 (1st] 


LAN Experience 

- SMITE Launch Tournament [1st] 

-  SPLEU Kick-off Lan 2014 (3rd/4th) 
- TSM Invitational (3rd/4th) 

- SPLEU Regionals 2014 (5th/éth) 

- SPLEU Spring Finals 2015 (4th) 

- SPLEU Summer Finals 2015 (2nd) 
- SPLEU Super Regionals 2015 (1st) 


LAN Experience 

- SMITE Launch Tournament [1st] 

- SPL EU Kick-off Lan 2014 (3rd/4th) 
- TSM Invitational (3rd/4th) 

- SPLEU Regionals 2014 (5th/éth) 

- SPLEU Spring Finals 2015 (4th) 

- SPLEU Summer Finals 2015 (2nd) 
- SPLEU Super Regionals 2015 (1st] 


LAN Experience 

- SMITE Launch Tournament (6th-8th] 
- TSM Invitational (3rd/4th) 

-  SPLEU Regionals 2014 (3rd) 

- SPLEU Spring Finals 2015 (4th) 

- SPLEU Summer Finals 2015 (2nd) 
- SPLEU Super Regionals 2015 (1st} 


LAN Experience 

- SMITE Launch Tournament [1st] 

- TSM Invitational (5th/éth) 

- SPLEU Summer Finals 2015 (2nd) 
- SPLEU Super Regionals 2015 (1st) 
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FNATIC 


EUROPE 


Fnatic is another roster that has been together through thick and through thin. The team hasn't changed members for over a year now, 
and similar to Paradigm, the majority of the current squad played at the 2014 Launch Tournament together. All of that time together 
has seemingly paid off, as the chemistry between the Fnatic guys is nothing short of fantastic. The team comes together from many 
different positions, but late game it’s all about Realzx. The hunter out of Britain is the focal point for this team and for good reason--he 
is consistently able to finish team fights for the team, heading to their next objective. Expect a show, and some solid wins out of Fnatic. 


dafabet 


dafabet 


dafabet 


P. ALN 


dafabet 


MANIAKK - SOLO 

Name: Joao Ferreira 

Hometown: Barcelos, Portugal 
Twitter Handle: (dFnaticManiakKK 
Favorite God(s): Thor, Bastet 
SMITE Career Length: 3+ years 


BADGAH - SUPPORT 

Name: Bo Katzenmaier 

Hometown: Gran, Norway 

Twitter Handle: (aFnaticBadgah 

Favorite God{s): Kumbakharna, Ares, Ymir 
SMITE Career Length: 3 years 


CAPTAINTWIG - JUNGLE 

Name: Benjamin Knight 

Hometown: Peterborough, Great Britain 
Twitter Handle: (dFnaticTwig 

Favorite God(s): He Bo, Loki 

SMITE Career Length: 3 years 


REALZX - HUNTER - TEAM CAPTAIN 
Name: Marcus Vining 

Hometown: London, Great Britain 
Twitter Handle: (dFnaticRealzx 
Favorite God(s): An Muzen Cab 
SMITE Career Length: 3 years 


ZYRHOES - MID 

Name: Joakim Verngren 
Hometown: Trollhattan, Sweden 
Twitter Handle: (aFnaticZyrhoes 
Favorite God(s): Janus 

SMITE Career Length: 2 years 
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LAN Experience 

- Pro League EU Kick-Off LAN [1st] 

- TSM Invitational (2nd) 

- SPLEU Regionals 2014 (2nd) 

- SMITE World Championship 2015 (4th) 
- SPLEU Spring Finals 2015 (3rd) 

- SPLEU Summer Finals 2015 (5th) 

- SPLEU Super Regionals 2015 (3rd) 


LAN Experience 

- Pro League EU Kick-Off LAN (1st) 

- TSM Invitational (2nd) 

- SPLEU Regionals 2014 (2nd) 

- SMITE World Championship 2015 (4th) 
- SPLEU Spring Finals 2015 (3rd) 

- SPLEU Summer Finals 2015 (5th) 

- SPLEU Super Regionals 2015 (3rd) 


LAN Experience 

- Pro League EU Kick-Off LAN (1st) 

- TSM Invitational (2nd) 

- SPLEU Regionals 2014 (2nd) 

- SMITE World Championship 2015 (4th) 
- SPLEU Spring Finals 2015 (3rd) 

- SPLEU Super Regionals 2015 (3rd) 


LAN Experience 

- Pro League EU Kick-Off LAN [1st] 

- TSM Invitational (2nd) 

- SPLEU Regionals 2014 (2nd) 

- SMITE World Championship 2015 (4th) 
- SPLEU Spring Finals 2015 (3rd) 

- SPLEU Summer Finals 2015 (5th) 

- SPLEU Super Regionals 2015 (3rd) 


LAN Experience 

- Pro League EU Kick-Off LAN (1st) 

- TSM Invitational (2nd) 

- SPLEU Regionals 2014 (2nd) 

- SMITE World Championship 2015 (4th) 
- SPLEU Spring Finals 2015 (3rd) 

- SPLEU Summer Finals 2015 (5th) 

- SPLEU Super Regionals 2015 (3rd) 
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i ¢ 


AVANTGARDE 


OCEANIC 


TEAM BIOGRAPHY 

The undisputed best team in Oceania formed back in 2014, and has only made a single roster change since. After only dropping a single 
game in the Invite Ladder, Avant Garde qualified into the Pro League, where they went undefeated all seven weeks. They were the clear 
favorites heading into the Oceania Regional Championships, and once again Avant swept the competition, taking out their rivals, the Dire 
Wolves, 3-0 in the finals. Captained by Biggy, led by their superstar Jungler Rowe, and coached by the man who helped take Titan to the 
SWC 2015 Grand Finals, Avant Garde are looking to put Oceania on the map in their first ever SMITE World Championship. 


SPROKS - SOLO 

Name: Declan Hargreaves 
Hometown: Melbourne, Australia 
Twitter Handle: (@AvantSporks 
Favorite God(s): Bellona, Osiris 
SMITE Career Length: 3+ years 


BIGGY - SUPPORT - TEAM CAPTAIN 
Name: Kurtis Davidson 


Hometown: Sunshine Coast, Australia 


Twitter Handle: (@AvantBiggy 
Favorite God(s): Ares, Thor, Xing Tian 
SMITE Career Length: 3+ years 


ROWE - JUNGLE 

Name: Daniel Rowe 
Hometown: Brisbane, Australia 
Twitter Handle: (dAvantRowe 
Favorite God(s): Awilix, Guan Yu 
SMITE Career Length: 3+ years 


SUBFLOOR - HUNTER 

Name: Luke Gougeon 
Hometown: Canberra, Australia 
Twitter Handle: (dAvantSubfloor 
Favorite Godls): Neith, Apollo 
SMITE Career Length: 2+ years 


OCHITA - MID 

Name: Jesse Jade-Cullen 
Hometown: Maleny, Australia 
Twitter Handle: (dAvantOchita 
Favorite God(s): Nox 

SMITE Career Length: 3+ years 
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LAN Experience 
- PAX 2015 SMITE Regionals [1st] 


LAN Experience 
- PAX 2015 SMITE Regionals [1st] 


LAN Experience 
- PAX 2015 SMITE Regionals [1st] 


LAN Experience 
- PAX 2015 SMITE Regionals [1st] 


LAN Experience 
- PAX 2015 SMITE Regionals [1st] 
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— CAM - 
ISURUS GAMING 


LATAM 


TEAM BIOGRAPHY 

Much like the other International regions, Latin America was controlled by one team, Isurus Gaming. After slowly refining their roster all 
season long, the current five went 21-1 in the Latin American Pro League, and looked very comfortable going undefeated in their Regional 
Championship. Latin America finished last at the SWC 2015, but Isurus’ captain, Onur, has been looking forward all year to change that. 
The team has run into a tough first round opponent in Epsilon though, and are going to have a lot to prove if they want to make it out of 
the preliminary rounds. 


NOZWER - SOLO 

Name: Agustin Ibarra 

Hometown: Buenos Aires, Argentina 
Twitter Handle: (aISGHX_N0z1 
Favorite God(s): Bellona, Xing Tian 
SMITE Career Length: 1 year 


BETONY - SUPPORT 

Name: Martin Bourre 

Hometown: Buenos Aires, Argentina 
Twitter Handle: N/A 

Favorite God(s): Athena 

SMITE Career Length: 1+ years 


ONUR - JUNGLE - TEAM CAPTAIN 
Name: Rodrigo Dalmagro 
Hometown: Rosario, Argentina 
Twitter Handle: (ardalmagro 
Favorite God(s): Thor 

SMITE Career Length: 1+ years 


EXTT - HUNTER 

Name: Bruno Santos 

Hometown: Santos, Brazil 

Twitter Handle: (alISG_extt 

Favorite God(s): Hou Yi, Neith, Apollo 
SMITE Career Length: 2 years 


AW4RNSS - MID 

Name: Ezequiel Andrés Batisteza 
Hometown: La Plata, Argentina 
Twitter Handle: (@aw4rnss 
Favorite God(s): Janus, He Bo 
SMITE Career Length: 1+ years 


LAN Experience 


Copa SMITE Latinamerica 2015 (1st) 
SMITE Argentina 2015 (1st} 
The SMITE Masters 2015 (3rd) 


LAN Experience 


SMITE Argentina 2015 (1st) 
The SMITE Masters 2015 (2nd) 


LAN Experience 


SMITE Argentina 2015 (1st) 
The SMITE Masters 2015 [2nd] 


LAN Experience 


SMITE Argentina 2015 (1st] 
The SMITE Masters 2015 (3rd) 


LAN Experience 


SMITE Argentina 2015 (1st) 
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PAIN GAMING 


BRAZIL 


TEAM BIOGRAPHY 

In a massive upset, paiN Gaming find themselves coming to the SMITE World Championship over last year’s representatives, INTZ 
E-Sports. PaiN was a strong contender in the Brazilian scene all Season 2, but only occasionally was able to find wins against the best 
teams. That all changed at the Brazilian Regional finals, when the team finally managed to close out against the best international team 
from last years SWC, defeating them 3-1. While they don’t have the high expectations some of the North American and European teams 
do, paiN Gaming first matchup will be against China’s OMG.B, the region INTZ was able to best last year. 


STALK3R - SOLO 

Name: Lucca Pellicioli 
Hometown: Porto Alegre, Brazil 
Twitter Handle: N/A 

Favorite God(s): Tyr, Scylla 
SMITE Career Length: 3 years 


NAGARE - SUPPORT 

Name: Bruno Araujo 

Hometown: Rio de Janeiro, Brazil 
Twitter Handle: (@€NagareSmite 
Favorite God(s): Bacchus, Ares 
SMITE Career Length: 3 years 


MADRUGADAO - JUNGLE 

Name: Airton Lima’ 

Hometown: Porto Alegre, Brazil 
Twitter Handle: (dAirtonMaldonado 
Favorite God(s): Hun Batz 

SMITE Career Length: 2+ years 


ARKANJO - HUNTER - TEAM CAPTAIN 
Name: Lucas Silva 

Hometown: Rio de Janeiro, Brazil 
Twitter Handle: (@dLucasArk 

Favorite God(s): Anhur, Apollo and Ullr 
SMITE Career Length: 3 years 


SCHULTZEN - MID 

Name: Willian Schultz 

Hometown: Balneario Camboriu, Brazil 
Twitter Handle: (a@WSchultzen 

Favorite God(s): Janus, Poseidon 
SMITE Career Length: 3+ years 
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LAN Experience 

- Brazilian Regionals 2014 (2nd) 
- BGL1 (2nd) 

- Smite Masters (5th) 

- BGL2 (2nd) 

- Brazilian Regionals 2015 (1st) 


LAN Experience 

- BGL1 (2nd) 

- Smite Masters (5th) 

- Arena x5 (2nd) 

- Brazilian Regionals 2015 (1st) 


LAN Experience 
- Brazilian Regionals 2014 (3rd/4th] 
- Brazilian Regionals 2015 (1st) 


LAN Experience 
- PAX 2015 SMITE Regionals [1st] 


LAN Experience 
- Brazilian Regionals 2014 (2nd) 
- BGL2 (2nd) 
- Brazilian Regionals 2015 (1st) 
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OMG.B 
CHINA 


TEAM BIOGRAPHY 


China's first seed seemed completely in control of the Chinese Regionals, with no other team able to compete with their objective control. 
They walked through the upper bracket, only dropping one game to Qiao Gu Reapers in the grand finals. OMG.B also has the benefit of 


two different sister teams, similar to the Cognitive Gaming organization from last year’s SWC. This should help give them an edge heading 
into the tournament. 


MMBLYDBLK - SOLO 

Name: PengJin 

Hometown: Xing Hua, China 
Twitter Handle: N/A 
Favorite Godls): Scylla 
SMITE Career Length: 1 year 


SANTORSK1 - SUPPORT 
Name: Mochen Fan 
Hometown: He Nan, China 
Twitter Handle: N/A 
Favorite God(s): Tyr 

SMITE Career Length: 1 year 


BLUEWHALE - JUNGLE 
Name: Guoyong Wu 
Hometown: Sha Xian, China 
Twitter Handle: N/A 
Favorite Godls): Mercury 


SMITE Career Length: 1+ years 


LUO - HUNTER 
Name: Li Yin 


Hometown: Chong Qing, China 


Twitter Handle: N/A 
Favorite God(s): Apollo 


SMITE Career Length: 1+ years 


BLUEFISH - MID 

Name: YijinXia 
Hometown: Xing Yi, China 
Twitter Handle: N/A 
Favorite God(s): Sol 


SMITE Career Length: 1+ years 
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LAN Experience 
- China Regional 2015 (1st) 


LAN Experience 
- China Regional 2015 (1st) 


LAN Experience 
- China Regional 2015 (1st) 


LAN Experience 
- China Regional 2015 (1st) 


LAN Experience 
- China Regional 2015 (1st) 
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CHINA 


TEAM BIOGRAPHY 

Last year’s Chinese representatives, Doge is Dog, makes a return trip to the SMITE World Championship as the second seeded Qiao Gu 
Reapers. Captained by Night, the player who made a splash with the western audience with his phenomenal Anubis mechanics in the 
International Showmatch, the Reapers hope to improve their last place performance from SWC 2015. With some minor roster changes, 
the team has stayed at the top of the Chinese competitive scene all year, and despite falling to OMG.B early in the Regional Championship, 
they were able to climb back through the lower bracket and qualify. 


MIKASA - SOLO 

Name: Xin Liu 

Hometown: Sicuan, China 
Twitter Handle: N/A 

Favorite God(s): Hades 
SMITE Career Length: 2 years 


IF - SUPPORT 

Name: Yi Cui 

Hometown: Xi'an, China 
Twitter Handle: N/A 

Favorite God(s): Ares 

SMITE Career Length: 2 years 


YUAN » QIDAI - JUNGLE 
Name: Xin Zhong 

Hometown: Yuanling, China 
Twitter Handle: N/A 

Favorite God(s): Ne Zha 
SMITE Career Length: 2 years 


MASTERLU- HUNTER 

Name: YiChen Wang 
Hometown: Shanghai, China 
Twitter Handle: N/A 

Favorite God(s): Neith 

SMITE Career Length: 2 years 


NIGHT - MID - TEAM CAPTAIN 
Name: Songjun Wu 
Hometown: Hunan, China 
Twitter Handle: N/A 

Favorite God(s): Anubis 
SMITE Career Length: 2 years 
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LAN Experience 
- China Regional 2014 (2nd) 
- China Regional 2015 (2nd) 


LAN Experience 
- China Regional 2014 (2nd) 
- China Regional 2015 (2nd) 


LAN Experience 
- China TGA 2014 (1st) 
- China Regional 2015 (2nd) 


LAN Experience 
- China Regional 2014 (2nd) 
- China Regional 2015 (2nd) 


LAN Experience 
- China Regional 2014 (2nd) 
- China Regional 2015 (2nd) 
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COGNITIVE GAMING 


NORTH AMERICA 


TEAM BIOGRAPHY 

Captained by SoupsKitchen, the Cognitive Gaming roster has fallen just short of Eager all year long. After a respectable Sth-8th showing 
at MLG New Orleans, the team lost the UMG invitational spot to their rivals in an intense Best of 5 set that went the distance. Undeterred, 
the team buckled down and took first in the MLG Pro League, qualifying into MLG Columbus. Once again they fell to the Eager squad after 
their Best of 5 set went all five games, however they still managed to earn their way into the Xbox SMITE World Championship. 


_— 


GUSTAVY - SUPPORT SOUPSKITCHEN - SOLO - TEAM CAPTAIN 

Name: Benjamin Lyubarskiy Name: Bradley Rogge 

Hometown: Brooklyn, NY Hometown: Dover, DE 

Twitter Handle: (@COGgustavy Twitter Handle: (€SoupKitchun 

Favorite God(s): Ymir, Kumbhakarna Favorite God{s): Thanatos, Hades, Sobek 

SMITE Career Length: 3 years SMITE Career Length: 2 years 

SHING - JUNGLE COG PAUL - ADC COG FREYA - MID 

Name: Alexander Rosa Name: Paul Berger Name: Justin Grella 
Hometown: San Antonio, TX Hometown: Oakville, Ontario Hometown: Huntington, WV 
Twitter Handle: (@COGShing Twitter Handle: (@COGPaul Twitter Handle: (@FreyaSmite_ 
Favorite God(s): Ymir, Kumbhakarna Favorite God(s): Hou Yi Favorite God(s): Neith 


SMITE Career Length: 3+ years SMITE Career Length: 3+ years SMITE Career Length: 2 years 
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TEAM EAGER 


TEAM BIOGRAPHY 


NORTH AMERICA 


One of the first teams formed for the competitive Xbox scene, Eager has been the flagship organization from the start. After winning 
numerous online qualifiers and showmatches, the team, captained by former PC Professional Aircougar, took 2nd at the first ever MLG 
LAN in New Orleans. Soon after, Eager became the first Xbox team to qualify into the SMITE World Championship with a victory over 
Cognitive Gaming at the UMG Invitational. They have continued to grow, taking first in the most recent MLG Columbus event, and head 


into Atlanta as the favorites. 


EGR JELLLY - SUPPORT 

Name: Simon Lux 

Hometown: LaGrange, IL 
Twitter Handle: (deGrJellly 
Favorite Godls): Sylvanus, Sobek 
SMITE Career Length: 3 years 


MATT KOIZ - JUNGLE 

Name: Matthew Morales 

Hometown: Chicago, IL 

Twitter Handle: (deGrMattKoiz 

Favorite Gods): Mercury, Cabraken, Kali 
SMITE Career Length: 3+ years 


EGR DWURST - SOLO 

Name: Derik Wurst 
Hometown: Kalamazoo, MI 
Twitter Handle: (@eGrDwurst 
Favorite God(s): Hades 
SMITE Career Length: 2 years 


EGR AIRCOUGAR - ADC 

Name: Tristin Glunt 

Hometown: Edgewood, IN 

Twitter Handle: (degraircougar 
Favorite Godls): Anhur, Hou Yi, Agni 
SMITE Career Length: 3+ years 


EE 


EGR SAMBAM - MID 

Name: Sam Bejarano 

Hometown: Gilroy, CA 

Twitter Handle: (degrsambam 

Favorite Godls): Zeus, Zhong Kui, Hel, Agni 
SMITE Career Length: 2 years 
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3 


AWARE GAMING EU 


TEAM BIOGRAPHY 


EUROPE 


The European Xbox teams only had one event to prove their worth for the SMITE World Championship, and Aware Gaming came prepared. 


After qualifying into to Xbox ESL UK event as the third seed, Aware were able to upset both their opponents in a dominant fashion, handily 


defeating the first seeded Paradigm 3-1 in the Finals. Their Solo Laner, Watson, had a phenomenal performance, and looks to have a 


repeat showing against the best teams North America has to offer. 


ZENBORNE - SUPPORT 

Name: David Péntek 

Hometown: Sopron, Hungary 

Twitter Handle: (Aware_Zenborne 
Favorite God(s): Geb, Khepri, Sylvanus 
SMITE Career Length: 1 year 


SKIZZLE - JUNGLE 

Name: Joshua Barboteau 

Hometown: Milton Keynes, Great Britain 
Twitter Handle: (Aware_Skizzle 
Favorite Gods): Mercury, Awilix 

SMITE Career Length: 1 year 


AWARE WATSON - SOLO 

Name: Jack Watson 

Hometown: Billericay, Great Britain 
Twitter Handle: (Aware_Watson 
Favorite God(s): Bakasura, Aphrodite 
SMITE Career Length: 3+ years 


DOBSON - ADC 

Name: Jordan Dobson 

Hometown: Rotterham, Great Britain 
Twitter Handle: (Aware_Dobson 

Favorite God(s): Xbalanque, Hou Yi, Apollo 
SMITE Career Length: 3+ years 


Ee 


LIQUIDZ - MID 

Name: Florian Bruyere 

Hometown: Rosny Sous Bois, France 
Twitter Handle: (@Aware_Liquidz 
Favorite God(s): Scylla 

SMITE Career Length: 1+ years 
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SMITE ESPORTS 
EASON 2 RECAP 


Hello everyone, today we are going to be looking back at what has happened in the SMITE scene over the past year. We will 


mainly be looking at the multiple seasons, as well as the initial changes at the start of the year. Let's get into it shall we? 


o let’s go back to the start 
of 2015, right after the 
SMITE World Championship. 
Cognitive Prime had 


just won worlds, and Hi-Rez had just 
released a massive change to SMITE 

as we know it, the Season 2 patch. The 
Season 2 patch came with a variety of 
balance changes, but most notably, the 
second version of the Conquest map. 
The Conquest map was changed to look 
more visually pleasing, but also came 
with a wide range of gameplay changes, 
some of which I'll go through now. 

For one, the Movement speed buff was 
changed from having both attack speed 
and movement speed on it, splitting it 
into their own separate buffs. This attack 


speed buff replaced the blue buff that 
used to be on the long side of the map, 
making it harder for Auto Attack damage 
carries to sustain themselves. Last but 
not least the Fire Giant side of the map 
was modified to be more symmetrical 
for balance reasons. Together with this 
the Fire Giant itself got a new skillset 


introducing new factors when fighting him. 


Balance wise the Boots system was 
reworked [replacing the ever so popular 
Midas Boots with Traveller’s Shoes) and 
Sovereignty was changed so that it didn’t 
give both Physical and Magical defence, 
introducing Heartward Amulet to make up 
for the defence taken away. Furthermore, 
a significant new starter item was 
introduced: Bluestone Pendant. These are 


just a few of the most influential changes. 
Following these changes also came 
refinements in the eSports department. 
Failure to compete for the SMITE World 
Championship made many teams disband 
(some of note being Mortality, Fnatic, 
Dignitas, Fat Chunks). This in turn caused 
a variety of new teams to form, with some 
still being in the scene today (some of 
note being Paradigm, Eager, Dignitas and 
Epsilon.] Not all of these teams got into the 
SMITE Pro League at first, but with time 
they finally got to where they wanted to be. 
Speaking of the SMITE Pro League, 
the first Split of the year was the Spring 
Split, which was ultimately decided 
by an open bracket tournament, the 


Spring Qualifiers. This was 3 weeks of 
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competition which decided which 4 teams 


would enter the Spring Split alongside 
Titan and Fnatic in Europe, and Cloud 
9 and Team SoloMid in North America. 
Week 1 and 2 were open to all teams 
and decided which 8 teams would enter 
around robin for a chance at competing 
in the SMITE Pro League. This is where 
Team Dignitas, London Conspiracy, 
Paradigm (Formerly TRIG eSports at 
the time] and Team JusTus (Formerly 
Upcoming Stars at the time] made their 
way into the EU SPL. Meanwhile in North 
America Team Envyus [Formerly AFK 
Gaming at the time], Denial eSports, 
COGnitive Gaming and Enemy eSports 
also qualified, entering the NA SPL. 

The Spring Split ran on fora total of 5 


weeks, with a smaller prizepool of $14,750. 


THEFT OP TWO 
TEAMS FROM EACH 
REGION WOULD 
GO ON TO THE 
MULTI-REGION LAN 


The top two teams from each region would 
go on to the Multi-Region LAN, where they 
would face each other for a prizepool of 
$60,000. Meanwhile the bottom 2 from 
each region would have to fight for their 


spot in the Summer Qualifiers, where 
they would face Challenger teams to try 
and re-qualify for the SPL. The 5 weeks 
consisted of best of threes of which would 
decide who would win a point. Each team 
would only be facing each other once, 
making it an intense competition. 

In the end the teams going to the 
Spring Multi-Region LAN were Paradigm, 
Fnatic, Team SoloMid and Team Envyus. 
Paradigm would face Team EnVyUs, 
and Fnatic would face Team SoloMid. 

With the Multi-Region LAN coming to 
an end, the Summer Qualifiers started. 
The Summer Qualifiers consisted of 
8 teams: 2 teams coming from the 
bottom of the SPL (Team Dignitas, Team 
Justus, COGnitive gaming and Enemy) 
and 6 teams coming from the Spring 
Challengers cup, These being: HiFive, 
Legion of Carrots (who would later take 
Enemy as a sponsor], Team ReturN, Team 
Eager, Boogaloo and Resist Gaming from 
NA and Epsilon eSports, Spicy Waffles, 
Torpedo (Formerly NightsWatch], Da 
Bronkos, Septum Seven and The Papis 
from EU. This Qualifiers decided which 
4 teams would enter the Summer Split 
alongside the previous contenders. 

This ran on for 2 weeks, and allowed 
COGnitive Gaming and Enemy to re-enter 
the SPL alongside Team Eager and Legion 
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of Carrots from NA. In EU Team Dignitas 
and Team Justus re-enter the SPL 
alongside Torpedo, and Epsilon eSports. 
With the final teams being decided the 
Summer Split commenced. This split had 
a much larger prizepool in comparison 
to the Spring Split, with a prizepool of 
$59,000. This money would be split 
between the bottom 5 teams, with the top 
3 teams going to the Summer Finals for 
a bigger prizepool. The format for this 
Split was also different, replacing best 
of threes with just 2 matches, with these 
matches adding up to show their position. 
At the end of the Split, Titan, Frnatic, 
Paradigm, Team EnVyUs, Cloud 9 and 
Team SoloMid all advanced to the 
Summer Finals. On the bottom side 
of the results, Torpedo, Team Justus, 
COGnitive Gaming and Enemy all moved 
to the Fall Relegations due to their 
bottom placing. The Summer Finals 
saw Paradigm vs Cloud 9, with the 
winner fighting Titan. On the other side 


it was Fnatic vs Team SoloMid, with 
the winner fighting Team EnVyUs. 

With this, the Super Regionals teams 
were decided. The top 6 from each split 
would move on to face each other in 4 days 
of competition, all for the chance to go the 
SMITE World Championship. Only 5 spots 
were available, 2 for each region and 1 
for whoever succeeded in the Wildcards. 
Additionally to all this, the Super Regionals 
had a mighty prizepool of $246,500 dollars, 
being distributed amongst the 6 teams. 

And so, the winners were decided. 
Epsilon eSports, Paradigm, Cloud 9 
and Enemy all got to the finals securing 
their SMITE World Championship spot. 
The Wildcard spot was taken by Fnatic, 
beating out Eager in the Wildcard match. 
And that’s it! You're all caught up. All 
that’s left now is for the SMITE World 
Championship itself to conclude, and 
that will sum up this year’s competition. 


Now enjoy the games, | know | will! m 
-Thomas Shaw 
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SIT BETTER. WORK HARDER. GAME LONGER. 
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SMITE 
SEASON 3 


Almost as hype as the actual pro matches taking place during the SWC 

are the announcements surrounding the new season. The changes from 
Season 1 to Season 2 were so significant that the game changed completely 
almost overnight. After a talk with Scott Zier, lead developer on Season 

3, this promises to be the same again. Probably even more so! 


ne of the main focuses of allowing players to collect rewards ina 
Editor's Note: the changes coming with quicker pace than they are right now. 
The source of the Season 3 is improving the But this is all relatively minor when 
information is an overall user experience. you look at the rest of the changes that 
interview with Scott | This is basically game developer lingo for will take place. Superficially looking, one 
Zier in early December. | “making sure everything works smoother of the biggest might be the introduction 
This might lead to | and better for everyone using the game of a new Joust map! Yes, the change 
some inaccuracies in | and game client”. This will include, among | you've all be crying for for over two years 
information due to the | others, changes to the store that make has finally taken place. The map aims 
heavy changes Season | shopping easier and more fluent than it is to solve the turtling “issue” the current 
3 is going through at | now and a slew of other UI updates. Daily map has, along with a number of less 


the time of writing. | Quests will also be added to the game, noticable problems that none the less 
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affect the enjoyability of the mode. 

With the new map a new League 
mode joins the current Conquest and 
Joust 1v1 Leagues: Joust 3v3 League. 
Joust 3v3 is one of the more popular 
game modes in SMITE, so it’s no surprise 
it joins the “big boys”. Especially on 
XBOX One it’s the single most popular 
game mode, so the dev team expects 
it do well on both PC and Console. 


WITH THE NEW 
MAP A NEW LEAGUE 
MODE JOINS 

THE CURRENT 
CONQUEST 

AND JOUST 1V1 
LEAGUES: JOUST 
3V3 LEAGUE. 


Conquest, the main mode in the 
game, doesn’t come through the changes 
unscathed either. First of all, the Jungle 
as a whole is going to be looked at 


closely, looking to improve it as much as 
possible. This is similar to the change to 
Season 2 where the Jungle paths were 
widened to provide more team fighting 
space. So don’t expect any changes in 
the visual design, as the aesthetics of 
the game are where the design and 
development team want to have them. 
There is the potential for these changes 
to be really invasive, as the dev team is 
looking into the number of buffs that are 
in the Jungle. The current feeling is that 
the sheer amount of buffs, four for five 


members of a team, makes the Jungle 
(unnecessarily) complex with a large 
amount of timers to keep one’s eye on. 
Over various PTS incarnations in January 
they'll be trying to find the right amount 
of buffs, and which buffs to keep. The 
results of these tests, and the changes 
that flow from them, would not only affect 
the Conquest map but also spill over to 
other game modes like Arena and Clash. 

The developers are also looking into 
systems that haven't been touched in 
over two years: backdoor protections and 
minion scaling. While at the time of writing 
these two are really big “maybe’’s, it is 
something that might change as Season 
3 rolls over. Especially minion health and 
damage Is being examined thoroughly, 
as Hi-Rez received a lot of feedback from 
both pros and casual players that the 
minions punish early game aggression, 
and thus slow down the pace of the game. 

Let's get to what many consider to be 
the core of the game: the gods and the 
items. The Season 3 changes will not see 
any whole class changes similar to the 
Warrior's Tyrs or Hunter Readjustment. 
But that doesn’t mean the changes 
won't be as considerable and some 
of them may make you feel like there 
has been a major overhaul like that. 

A lot of the gods and items will see 
some serious changes. Some items 
might even change so radically that 
they're completely unrecognizable from 
their current form, and a lot of gods 


will see some major rebalancing. The 
latter is not only to facilitate the item 
changes, but to also clarify the definition 
between early-, mid- and late game 
gods. Some of the changes in Season 

2 allowed extremely late game gods 

like Xbalanque to hit their stride earlier 
than they were supposed to, and the 
upcoming balance changes are meant 


to place him back into that late game. 
Another goal of the god changes is to 

further reinforce team compositions with 

a clear goal. Because of the aim to place 

gods strongly in either early-, mid- or 

late game, team compositions with this 

in mind will increase in overall potency. 
The item changes are not merely on an 

individual level, because one of the core 
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systems in SMITE, the active items system, 
is going to see a tremendous overhaul. 
Active items weren't picked up by over half 
of the players, while they are so unique 
and instrumental to victory. However, 
they're also complex and difficult to use. 
To remedy this, and to open up builds 
more, there are going to be items that have 
passive effects similar to actives. The best 
comparison would be the choice between 
Magi's Blessing and Purification Beads, 
though this is not an completely accurate 
example. However, the main idea stands: 
the choice between effects completely 
under your control through an active, or 

ona set timer and an external trigger. 


Of course, the “regular” item changes, 


like the change in Blue Stone Pendant’s 

passive, will also litter the Season 3 

Patch Notes. These are the changes 

that could potentially make a class feel 

completely changed without them being 

touched as a whole, not to mention 

make the game feel completely fresh. 
With so many changes planned, and 

some still uncertain, one thing can be said 

for sure: when Season 3 hits, SMITE is 


going to feel like a whole new game. m 
-Jorg van der Velden 


FUEL FOR THE FIRE! 


CRYSTAL CLEAR | LIGHTWEIGHT & LOW LATENCY | DDOS PROTECTION | NO ADS 


S°3 Adamar Acenth 


eM = Favorites 


Pe AS Acenth 
"Are we playing Smite tonight? 


Acenth 
e : Me 

 meandaenie “@" Maybe... do you think we'll get some wins? 
e 


a m_adhatter3 *» Acenth 
© e We do use Curse, so advantage us! 


a Smite Night a 
; S95 © Acenth joined the call. 
PX Net 


Mm -« 
Kay 
¥y 
A 


MO Acenth 
Gr SivHD Did you see my new Curse Agni skin? 


. mekdreth 


@ 
@ chippydip 
e 


®, cmpsr2000 


a) 
e 
te ' 
Fae» NSandridge 
e 


ES 
a That is pretty epic! 


oO © 


& CURSE DOWNLOAD ITFOR FREE Sm ‘# 


44 // JAPANESE PANTHEON // SMITE WORLD CHAMPIONSHIP 


A 


Sey, 


THE NEW 
PANTHEON 


ow that we are finally here 
at SWC, we've reached an 
important transition, as 


popular mid-lane choice 
Janus would refer to it. The SMITE World 
Championship this year not only brings an 
end to Season 2, but helps pave the way 
for Season 3. With them come big changes 
to the game as it grows and introduces its 
newest pantheon to the fray: The Japanese 
Pantheon! Here, I’m going to give you some 
insight on the new pantheon after having 
talked to two of the minds behind the 
project, A.J. Walker and Daniel Fishman. 
It’s been nearly three years since the 
introduction of SMITE’s last pantheon, 
the Mayan pantheon. Certain kits were 
transferred over, such as the original 
Sun Wukong and Ao Kuang, while other 
favorites like Xbalanque and Awilix 
were brought in. A lot of hype has been 
surrounding the Japanese pantheon 
because of the wait we've had, both in the 
community and in Hi-Rez itself. Talking 
with A.J. and Daniel, you can hear the 
excitement they've had in working on it. 
Both were adamant that the Pantheon 
still had a lot of room to grow. After 


bringing up Pantheon-wide themes, 
such as the Stance-Switch gods of the 
Norse Pantheon, they said that although 
none have developed as of yet, it isn’t an 
impossibility. The Stance theme for the 
Norse simply developed over time, and 
with more work, the Japanese Pantheon 
may reach the same state. For Hi-Rez, 
they have set themselves no limit. 


TH 
SINCE THE 
INTRODUCTION 
OF SMITE’S LAST 
PANTHEON 


Another relevant topic that came up 
during the discussion was the particular 
identity of the Japanese Pantheon. Again, 
Hi-Rez doesn’t wish to necessary limit 
itself to any set of ideas. Although a great 
many of the gods may come specifically 
from the Shinto religion, this is by no 
means the only source they wish to take 
from. One previous example would be 
the Horror of the Sea, Scylla. She is not 
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both foster and protect, as well as burn team fight is where she really shines. Her 
ERVES NOT away her enemies. We've seen similar passive marks enemies hit by her basic 
AS GODDESS themes in both Ra and Khepri as sun attacks, marking their presence on the 


OF THE SUN, BUT deities. Both Solar Blessing and Rising map with the first hit. Upon receiving a 
ALSO THAT OF Dawn reflect the sun’s status as both a second hit, they take increased damage 


THE UNIVERSE constructive and destructive force. Similar | from Amaterasu’s allies for the duration 
connections were woven into Amaterasu’s | of the debuff. This gives your team some 


technically a deity, but a famous sea kit, along with their own interpretations. decent vision In case your enemy leaves 
monster from Greek lore, supposedly Seeing Amaterasu as both a leader and lane, hinting at where they might be 
inhabiting the Strait of Messina across mother figure for the Pantheon, A.J. heading. The damage though is the biggest 
from Charybdis. This hasn't stopped the designed her kit with a supportive focus. thing this brings. As a warrior, you can 

little one from joining in the fray, however. As a warrior, she is more than capable of build Amaterasu bulky to stick to an enemy 
We can expect similar possibilities working the solo lane. However, and laze them as your team’s target. 


Her 1 furthers this 
supportive theme, while 


out of the Japanese Pantheon. Rather her presence ina 


than limit ourselves to the Divinities, 
look forward to the possibilities of also dipping into her lore 
fighting beside Oni, Kitsune, or even as well. The Imperial 
Japanese heroes of yore. Regalia of Japan 
Moving onwards, consist of a jewel, 
we can now mirror, and sword 
welcome the next that were granted 
god to be introduced 
into SMITE, the 


Japanese Goddess of the 


to Ninigi-no-Mikoto 
by his grandmother, 
Amaterasu. Each 
Sun, Amaterasu (Welcome represented one of 
to the Sun club]! She serves the three primary virtues: 
not only as goddess of the sun, Benevolence, Wisdom, and 
but also that of the universe. All Valor respectively. A.J. took this chance 
that is under her light can be to incorporate the regalia into her first 3 
considered her domain, abilities. Amaterasu’s 1 gives off a passive 
aura, which she can activate to switch 
between two different modes. Unlike 
the Stances of the Norse gods 
though, this does not affect 


the rest of her kit, just 
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the aura. Representing her benevolence stretch for just being a mirror, but it days, as our game continually grows. 
and support of her allies, this aura will rounds out her kit nicely. Lastly, the third The future of SMITE looks to be 

buff either your allies’ power or their ability of her kit is a dash using her sword. | a bright one as we introduce 
defenses, depending on the mode. Her Although the direction of her dash is another sun god to the crew. m 

2 provides her an immediate percentage revealed to enemies, it also cleanses her -Robert Nancarrow 
damage reduction, increasing her ability allies that it passes through, giving her 

to tank. It also applies bonus damage another way to support her allies while 


based on the damage reduced. courageously jumping into another fight. 
It may be ‘a 


a bit of a Finally, let’s go over her Ultimate. It 
gives a strong nod towards the popular 
samurai culture of Japan, while also being 
a throwback to SMITE in its infancy. 
According to A.J. and Daniel, Hi-Rez 
has been looking for a good god 
to re-introduce this fan- 
favorite ability, and fir.__y 
found it with Amaterasu. 
Her ultimate is a three 
hit slash, with increasing 
damage as you land each hit, 
and a stun for hitting all three. For 
those new to the game, this used 
to be the ultimate of a certain Guan 
Yu during beta, when he was still 
considered a Guardian. It gives Amaterasu 
a strong way to finish off an enemy in 
what is sure to be spectacular fashion. 
With this, | conclude my preview 
of the Japanese Pantheon. Much 
more will be spoiled in the coming 
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ALADINS 


CHAMPIONS OF THE REALM 


hile the SMITE team is 
swamped with the SWC and 
the changes of Season 3, the 


rest of Hi-Rez doesn't just 
sit and watch. Alongside the re-release 
of Tribes: Ascend [keep reading if you 
want to know more about that one), the 
company recently started the closed beta 
of their newest IP: Paladins! We got the 
chance to talk to the developers so we 
can provide you with some more insight 
into the game and how it came to be. 


OBJECTIVE FOCUSED FPS 


For those of you who are unfamiliar 
with the title, Paladins is an objective 
focused FPS, with the objective in the 
game being to destroy the enemies’ vault. 
This big pile of cash is located in the 
enemy base and is protected by two gates. 
Similar to the towers in a MOBA, you need 
to destroy gate number one before you 
can get to the second one and ultimately 
progress to the vault. You need a siege 


engine to be able to damage 

said gates and vault, and these 

can be obtained by controlling 

Spawn points king-of-the-hill style. 
There are three spawn points on 
each map, and which one activates is 
determined at random. 


CHAMPIONS AND 
CUSTOMIZATION 


The Champions 
you play are not 
some no-name 
mercenaries or 
soldiers. Each 
one comes with a 
unique set of abilities, 
personality, voice 
lines, you name it. All 
the Champions feel 
really unique because of this, and while " 
the current roster is relatively small, it $ 
isn't hard to find one that appeals 7 
to your preferences and playstyle. 
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Paladins 
characters gain 
experience 
throughout the 


“i match through 


kills, capturing 
objectives or 
supporting their team. 
This not only feeds the 
,-¢ same Satisfaction of 
a) 
ag! 
RAZ get from playing a MOBA, 


micro-progression you 


it also allows for one of 
the most interesting and 
singular features of Paladins 
to work: its card system. At 
each level, you get to choose 
between three randomly 
picked cards from a deck, 
and each card modifies one 

of your abilities, your attacks 

or grants you a ‘passive’ ability. 
They allow you to greatly modify 
your character, their abilities 

and ultimately the character's 
playstyle. This may seem strange, 
a card system ina shooter, but it 

works exceptionally well and fits 
perfectly with the fantasy universe 
in which the battles take place. 

This focus on customizability, 
adaptation and augmentation is actually 
core to the design philosophy behind 
the game. The design team wanted 
to include extensive customization 
options, and about a year ago they 
discovered it was a lot of fun to be able 
to change your character's abilities in 
the middle of the match. To quote Rory 
Newbrough, Lead Developer of Paladins: 
“We really enjoyed being able to craft 
and enhance our own style, and wanted 
this to be the focus of the game.” 


While this ability to change yourself 
was definitely inspired by the item systems 
in MOBAs, they went to great lengths to 
not make it feel as ‘heavy’. The developers 
wanted the players to be able to modify 
the character to their own wishes, and not 
feel required to follow a path dictated by 
a meta or set build to make the character 
work. This doesn’t mean you can’t go 
full tryhard, as a constructed and ranked 
system Is currently in the works! 


SPACE! 


No, I’m not talking about the final 
frontier, but the maps on which the 
game is played. Those of you who have 
played Tribes: Ascend in the past are 
familiar with this idea, as the map size 
was directly inspired by that game. When 
asked why, Rory Newbrough replied 
with: “We wanted to veer away from the 
cover based military shooters and create 
space for movement and flanking.” 


ANTED 

EER AWAY 
FROM THE COVER 
BASED MILITARY 
SHOOTERS AND 
CREATE SPACE 
FOR MOVEMENT 
AND FLANKING. 


This is not just visible in the maps, 
but also in the Champions and the fact 
that the game includes mounts. Mounts 
are essential to get across the map 
quickly enough to contest the spawn 
points and join the fray in time. It also 
adds a bit of customization as well! 
Those who buy the Founder's Pack get an 
exclusive mount: the Infernal Warhorse. 
Over time, the developers are planning 
to add more mounts, so that amazing 
feeling of getting a new one you get in 
MMOs is also available in Paladins. 


Each character comes with a 
movement ability to make use of the open 
maps, and each feels completely different 
from the other. The developers took both 
avery literal and a very liberal view of 
movement, as pretty much any type of 
mobility you can think of is included: dodge 
rolls, rocket boots, flying, teleportation 
and so on. Each movement ability is 
designed to enhance the base playstyle 
of the character, but can be modified 
or enhanced like any other ability. 

Another important aspect of these 
movement abilities is that they cleanse 
you of debuffs and negative effects, 
which forces the player to make some 
very important tactical decisions and 
improve their situational awareness. 
When we look at Cassie’s movement 
ability, ‘Dodge Roll’, it seems fairly 
limited at first glance. However, it has a 
pretty short cooldown, allowing her to 
roll into combat, harass the enemy for a 
couple of seconds and quickly roll back 
out. Champions with longer cooldown 
movement abilities need to be more 
conscious of this, and take a greater risk 
when they use their movement to engage. 


THE LORE 


But what about the story behind 
Paladins? At the moment of writing, that 
leaves a bit to be desired. Right now, 
the lore doesn’t surpass far beyond 
the actual gameplay: the enemy has 
gold, and you want it. So you're out to 
get it and willing to fight hard for it. 

The lore isn’t done though, far from it. 
During our conversation, Rory Newbrough 
was very adamant about the fact that 
they're working on providing not only a 
fully fleshed out universe for the game, 
but also a solid reason as to why you're 
fighting to steal someone else’s cash. 

If anything, it’s the developers’ 
enthusiasm for the game that causes 
the lore to be where it is right now. 

They like where it’s going so much they 
want to share that with the community, 
the people that are going to play the 
game. So who really cares that the 

lore isn't done at this (early) stage. 


BETA AND NEW CONTENT 


Make no mistake, the game is in an 


early stage when compared to a lot of other 


games that enter closed beta. Where you 
see games like Overwatch being basically 
completely finished at the moment closed 
beta hits, Paladins is a lot further back 
in its development cycle. This is clearly 
visible in the graphics and the aggressive 
patching that Hi-Rez does, not to mention 
the limited amount of Champions and 
maps that are available at the moment. 
This is a good thing though, because 
the community can play the game sooner, 
provide feedback and help make the game 
become better than it would've been if 
everything was done in-house. “We want 
the package to be the best it can be, as 
fast as we can. We can always worry 
about the wrapping paper later” sums 
up the developers’ approach perfectly. 
Hi-Rez as a whole values the 
community’s opinion very highly, which is 
another reason for the game to hit closed 
beta so early. They believe that the players’ 
perspective is invaluable when making 
a game, especially the skillshot heavy, 
player versus player games Hi-Rez is 
known for. It’s impossible to get the same 
insights and information from a small 
team of dedicated game developers as 
you could from a community of thousands 
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of eyes, all of them no less dedicated. 


When it comes to new content, there’s 
no need to worry. The plan is to steadily 


increase the amount of Champions 
and maps throughout the various beta 
stages. Anumber of Champions that 
were available during the closed alpha 
were removed because the developers 
didn’t like where they were at the time. 
They wanted to provide a solid, well 
rounded base to start the closed beta 
with and then fill that out as quickly 
as possible. The game has already 
seen its first new character release 
with Evie, the human frost mage. 
While the release of new content 
will not be at the same breakneck 
pace that SMITE saw during its betas, 


SICAL IS 
ABLY THE BEST 
WORD TO DESCRIBE 


THE GAME AND 
THE DEVELOPERS’ 
APPROACH TO IT. 


it will be steady and constant enough 
to satisfy the hungriest of players. 

At the moment of writing, there’s a 
number of Champions and maps being 


worked on and new content should 
be released every couple of weeks. 


DIFFERENT AND GOOFY 


Paladins isn’t the only objective 
focused FPS hitting the public in 
the coming year, and concerns 
about the game holding it’s own 
aren't without merit. But not 
only the development team, but 
Hi-Rez as a whole is confident 
Paladins won't drown, because 
the game has a very unique footprint 
when it comes to this ‘new’ genre. 

It isn’t just the approach they've taken 
with the Champions and maps, or even the 
card system. It’s about Hi-Rez setting out 
to make a fun game. While this may seem 
self explanatory, being game developers 
and all, it really is not. Games can focus 
on telling a story, providing a challenge 
or a plethora of other things. 
Paladins’ main focus Is fun. The 
kind of fun that has you rolling on 
the floor about something weird 


that happens in a match. The smile on 

your face when you hear a witty voiceline 

for the first time. The ridiculousness of 

a goblin riding a mech riding a horse. 
Whimsical is probably the best 

word to describe the game and the 

developers’ approach to it. While designed 

to be competitive and with a possible 

eSports scene in mind, Paladins is by 

no means a Serious or heavy game. 

The Champions are wacky and weird, 

the art style colorful and cartoony 

and the gameplay is fast and fun. 


CHARACTER OVERVIEW 


A game like this stands and falls with 
its cast, so let's take a look at who you get! 


Barik: the Ruins Raider 

Dwarf Engineer 

Barik is defined by his ability to harass 
anyone anywhere on the map and 
excellent zone control. He can be played as 
a sniper/harasser which uses Barrier for 
cover and the turret for support, or as an 
off tank, applying damage over time effects 
and debuffs to enemies coming close. 


Buck 

Human Warrior 

Frontliner through and through, Buck 

has unparalleled endurance. He can 

be played like a true tank, soaking 

up damage and healing it all back 

up or as an assault trooper, 
runnin’ and gunnin’ through 
the enemies’ backlines. 


Cassie: the Hunter’s Daughter 
Human Huntress 

Cassie's the harasser and, no pun 
intended, hunter of the bunch. 
She can become the ultimate 
one-on-one duelist, singling out a 
target and disposing of it, or a master 
of guerilla warfare, hitting hard and 
quickly running out of harm's way. 
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Evie: the Winter Witch 

Human Mage 

Chaos and mobility are Evie’s tools, destroying 
enemies that group together too much. She can 
focus on raining down AoE destruction on the 
enemy formation, or on applying debuffs and 
causing confusion within the opposing ranks. 


Fernando: the Self-Appointed Knight 

Human Knight 

The literal incarnation of a tank, Fernando protects 

his team members like no other [especially pretty 
damsels). He can become a mobile fortress specialized 
in taking and defending specific points, or an unkillable 
pile of health forming the vanguard of the team. 


Grohk: the Lightning Orc 

Orc Shaman 

The support that hurts, Grohk is the ultimate team player. 
He can provide help and healing from the backlines, a 
safe place for the team to recuperate, or push the team 
even further than they could on their own by providing 
buffs, debuffs and a whole lot of constant damage. 


Pip: the Fire Thief 

Vulpen Alchemist 

Napalm. Just fire everywhere with this little guy. Pip can 
become a walking nuke, demolishing multiple enemies in 
a large area really quickly, or a guerilla fighter bouncing 
over the enemies’ heads raining fire from above. 


Ruckus: the Worst of Friends 
Goblin Mech Pilot 
Irritating to both fight and listen to, Ruckus is the 


quintessential bruiser. He can become the most 
annoying off tank, constantly getting away with barely 


any health, or a surprisingly effective assault trooper 
flying around and causing havoc. Also, ROBOT! 


Skye: the Twilight Assassin 

Elf Assassin 

Surprise, Skye’s an assassin. She can become 
the classic archetype, disposing enemies quickly 
before disappearing, or more of a saboteur, 
hindering the enemies’ movement options and 
causing them to approach corners with fear. m 


-Jorg van der Velden 
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JETPACK FIGHTER: 
A MOVE TO MOBILE 


i-Rez seems hell-bent on 

conquering markets other 

than PC! Not only did SMITE 

move over to XBOX One last 
August, they're on the verge of releasing 
their very first mobile game: Jetpack 
Fighter! | know what you're thinking: “A 
MOBILE game? Really?” Yes, really. Trust 
me, it’s still very much a Hi-Rez game. 
Not convinced? Keep on reading then. 


THE GAME 


The definition the developers 
have given to the game is a swipe- 
based action side scroller platformer. 
Quite a mouthful and not very clear 
when you don’t know what to expect, 
but it’s actually very accurate. 


Jetpack Fighter, or JPF for short, is 
heavily inspired by side scrolling action 
games like Sonic the Hedgehog, Megaman 
and Contra, and looks the same as those 
games: a side view of your character, 
which is always in the middle of the screen, 
and the environment moves around you 
as you progress through the level. 

However, this poses some challenges 
on mobile. Those games are known 
for their really crisp controls, and 
work because of the direct response 
a button on a controller gives. A touch 
screen is a completely different beast 
to tame, but Colman Bryant, Lead 
Developer on JPF, and the rest of the 
development team wanted to maintain 
that crispness. To accomplish this, 
they built the controls from the ground 


up and specifically for mobile, so 
they would achieve this tight feel. 

As such, they’ve come up with a control 
scheme based on the strength of a touch 
screen: swiping. When you swipe across 
the screen, your character dashes in the 
direction you swiped. Sounds ridiculously 
simple, but works extremely well. The 
dashes are omni-directional, so you, the 
player, have absolute control over the 
character and his actions. This control is 
even further perfected by the fact that any 
of your dashes can be interrupted at any 
moment, so if you accidentally run into a 
death-wall of doom you can save yourself 
(if your reflexes are quick enough). 

Each dash is not only a method of 
movement, but also an attack. And 
that’s where the game really comes 
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together. You constantly dash across the screen, dodging the enemies attacks to close 
the distance and slice through them while at the same time platforming and evading 


environmental dangers. Basically a happy little love child of Fruit Ninja and Ninja Gaiden. 


CHARACTERS AND MECHANICS 


Speaking of ninjas, JPF features a wide cast of characters including, yes, a ninja. 
Each character has a different set of stats, each affecting how they dash, attack, their 
toughness etcetera, and thus affect the way they play. The aforementioned ninja has a 


very fast dash that ends in a hover, while the knight is far slower but much more durable. 


Each character also adds a passive to the team you've assembled, further 
enhancing them and introducing some light RPG elements. Think along the lines of 
ignoring a part of the enemies armor (which is the passive of the ninja] and increased 
damage reduction lyep, the knight). This mechanic stimulates character collection and 
expanding your team’s strength. It’s actually necessary, as the later parts of the game 


are balanced around the fact that you've 
increased your fighting force over time. 
Characters also bring unique Super 
Abilities to the game. One character 
becomes invulnerable and dashes forward, 
clearing areas quickly until striking a 
wall. Another fires multiple projectiles, 
allowing players to quickly dispatch groups 
of enemies. These powerful abilities allow 
for greater diversity and more choices 
for the player as they decide who Is the 
best fighter to take through each level. 


THE.GAME IS 
“BUILT FOR SPEED, 

AND WITH BOTH 
A COMPETITIVE 
SCENE AND 
SPEEDRUNNERS 
IN MIND. 


Character collection isn’t the only way 


to increase your strength, as the game 
also features an equipment system that 
allows you to upgrade your characters 
even further. This can vary from increasing 
your overall toughness to adding 
elemental properties to your attacks. 
The game is built for speed, and 
with both a competitive scene and 
speedrunners in mind. While you can 
play it casually, the game features a 
leaderboard where you can rank up 
and test your skill against others. Sadly, 
mobile devices can't handle direct 
racing yet so you'll be racing against 
the shadow of your opponent's best 
time, which is visible on your screen. 
Fans of high scores and combo- 
chaining get their fill as well, as tthe 
game features a high paced combo 
counter that increases the chance of a 
rare loot drop with higher combos. This 
also further reinforces the speed of 
the game, as it directly rewards smart 
movement and attacking consecutive 
enemies quickly while dodging their 
attacks all at the same time. 
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THE STORY 


The benevolent super scientist Dr. 
Kurtz created the robots to rescue 
mankind from their problems, and 
they were very successful at it. After 
the robots came, the world was clean 
again, and humans were able to spend 
more time enjoying life and taking 
long walks in the park while eating 
ice cream. To the good doctor, the one 
problem left to solve was mortality. 

While attempting to solve this final 
issue, Kurtz created a replica of himself 
and began downloading his own existence 
into it. But something went wrong 
along the way and the download was 
interrupted before the final key part - 
humanity - was completed. Dr. 


Weil, who had all the intelligence of Dr. 
Kurtz, but none of the soul, escaped 
and began twisting the robots into 
minions that would do his evil bidding 
as he resigned himself to collect all the 
remaining humans and use them to find 
the missing pieces within himself. 


AVAILABILITY 


The English version of the game 
is due to be released in January 2016, 
with localized versions following about 
a month later. The initial version of 
the game will only be available on iOS 


systems [both phones and tablets), though 
the development team wants to release 
an Android version as soon as possible. 


AN ACTUAL GAME 


Hi-Rez set out to create an actual 
game, as opposed to the time-wasters that 
most mobile games are. And according 
to the people that played the game at 
TwitchCon a couple of months ago they 
succeeded at that marvelly. With this, 
Hi-Rez not only wants to breach into the 
mobile market, but also show that it’s 
possible to create a full blown game for 
mobile devices and thus set the mobile 
gaming community on the map right next 
to the big boys of console and PC. m 


-Jorg van der Velden 
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TRIBES: ASCEND 
THE REBIRTH 


usy is the only word you 

can apply to Hi-Rez at 

the moment. Not only 

are they organizing a 
huge eSports event and releasing new 
IPs on various systems, they felt the 
need to bring an old IP back from the 
grave and reboot it! Of course | can only 
be referring to Tribes: Ascend (or just 
‘Tribes’}, the game that preceded SMITE. 


FPS-Z 


For those unfamiliar with the game, 
let's go over what it is exactly first. Tribes 
is first and foremost a first-person shooter 
with classic game modes like Team 
Deathmatch and Capture the Flag. What 
sets it apart from every other shooter 
on the market is the movement system 


and the large maps that facilitate that 
movement, which all led to positive reviews 
from both critics and players alike. 

The core of this movement system is 
called ‘skiing’. This means that you can 
literally ski down a slope for incredible 
movement speed, and if you hold the 
button that activates this you keep your 
momentum on all horizontal planes. 

To manage upward slopes and allow 
players to keep their momentum, each 
character is equipped with a jetpack 
which allows you to boost yourself 

up without losing momentum. 

This system leads to really fast, 
adrenaline pumping gameplay with 
exciting chases and a high skill cap. 
Shooting characters flying by at 
100+ miles an hour is not easy! 


HISTORY OF HORROR 


However, it’s nearly impossible to talk 
about Tribes and not mention its history. 
A series of unfortunate events coupled 
with a lot of mistakes that were made 
on Hi-Rez’ end led to an early demise to 
what could have been not only a great 
game, but a popular one as well. 


FAST, ADRENALINE 
PUMPING GAMEPLAY 


The original release of Tribes fell into 
a period where a lot of high-profile games 
were released as well, which drew away 


a lot of players away from the game. So 
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while the initial surge of players was 
significant enough to call the launch a 


success, It was rapidly followed by a steady 

decline of active players, making it 

harder and harder to keep the 
game profitable and leading 
to the team developing 
content for the game being 

shrunk down more and 

more to just break even. 

This fact was exacerbated by 
a lot of mistakes that were made by 
Hi-Rez. Monetization of the game 
wasn't handled properly and the limited 
customizability of the characters 
despite the community's 
cries for it are just some 
of the most glaring issues 
the game had. Unsurprisingly, 
this fed the stream of players leaving 
the game only more, making the 
game bleed to death even faster. 

The final stab was how the game 
was left behind by the company. The entire 
Tribes team was pulled from the game 
to work on SMITE, which was growing 
ridiculously fast at the time. Initially, this 
was supposed to be for just a short amount 
of time and everyone expected to return 
to Tribes within a month or so. But this 
month grew into years and eventually the 
developers had to acknowledge that they 
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weren't returning to Tribes any time soon, 
if at all. This left the game in an abysmal 
state, and not having an exit strategy didn’t 
do Hi-Rez any favors with the community. 


REBOOT? TRIBES 2.0? 


This history didn’t only damage Hi- 
Rez’ reputation, but also left a nasty taste 
in their mouth. They took the lessons 
learned from Tribes to heart, which 
partially led to the success of SMITE, but 
this smudge on their record still existed. 
They still believe in the game, and they 
own their mistakes like no other company, 
which led to Tribes’ revitalization today. 

To call this revival a reboot is not quite 
accurate, nor is calling it Tribes: Ascend 
2.0. What the developers aimed to do 
is to fix as much of the mistakes they 
made for as much as they can. During 
the process of fixing these, the main goal 
was to ensure that it’s still Tribes after 
all these changes, that it’s still the same 
game just better. So the best description 
of the game would be ‘Tribes 1.1’. 


COMMUNITY 


This monstrous update would’ve 
been impossible without the help of the 
community that still played and believed 


in the game. The 
way the game 
was left left 
the majority 
understandably 
salty, and most 
have called 
the community 
toxic. However, this 
changed 
quickly 
when Sean 
McBride, Lead 
Developer of 
Tribes, approached 
the community with the 
intent of reviving the game 
and asked for their help. 
Almost all of the changes that 
occurred are community 
requests, and even 
some of the actual 
numbers in the game are 
direct copies of community 
members’ suggestions! 
Stepping off of my professional 
chair for a second: | could clearly 
hear Sean McBride's gratitude and 
appreciation for the community’s help 
during our conversation. This cannot 
be conveyed properly through a ‘thank 
you’ at the start of the patch notes. If 
any Tribes community members read 
this, | want to thank you on behalf of the 
Tribes: Ascend development team. The 
game would still be dead without you. 


THE FUTURE 


Reseating myself on the seat that 
is my profession: what does Hi-Rez 
have planned for the future of Tribes? 
Honestly, that is entirely dependent on 
how well the game does and hinges 
on how the Tribes community fares. 
Ideally the game still becomes a 
success and the developers can do what 


they do best: keep creating content for 


62 // TRIBES: ASCEND // SMITE WORLD CHAMPIONSHIP 


o 


aes 


the game 
for the 
world to 


enjoy. The 
team Is deeply passionate 
about the game and want to 
see it get the love they feel it deserves. 
However, seeing the game’s history, 
they also have to take into account the 
possibility that it doesn’t take off as well 
as they hope. And they have. If worst 
come to worst and the game is not 
financially maintainable, Hi-Rez wants 
to leave the game in a good state so 
that the remaining group of players can 
still enjoy it to it’s fullest. They aren't 
going to make the mistake of leaving the 
game without an exit strategy again. 
But, if there’s any chance that they 
can break even with the game they will 
maintain as large a team as they can 
manage to keep the game moving forward 
and create content for it. This is not a 
matter of profit. It’s a matter of faith in 
their product and the will to share it with 


players, how small that group may be. m 
-Jorg van der Velden 
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SO YOU THINK 
YOU CAN CAST 


asting in an eSport such 
as SMITE is a task that 
seems easy, but in reality, 


with the production crew as well as your 
co-caster to make such everyone is in 
sync for the show. In addition, you are 


is very hard. It is not a face and voice of the company and 


just talking about a videogame, but sometimes have to do promotional work. 
In the middle of SPL Season 2, about 


two years after his last attempt, Brandon 


requires extensive knowledge and 
preparation. There are many 
people who believe they can cast 
with the best of them, so Hi-Rez 
casters DMBrandon and Hinduman 


decided to resurrect and modify his project, 
including the addition of another host, 
Hinduman. This became the show So You 
hosted a show on the Smitegame twitch Think You Can Cast. Hinduman explained 
to showcase the casting talent of the to me that as the show was being 
communhity, titled So You Think You planned, [Diem and Hinduman] “were 
Can Cast. | recently sat down with looking for casters to look to work with in 
Graham “Hinduman” Hatfield to the future,” similar to the first series, and 
discuss casting In general and his that the shows would come in a weekly 
So You Think You Can Cast project. 
In the times before the SMITE 


Launch Tournament, DMBrandon decided 


basis. Eventually, this evolved into the show 
as we know it. He told me how originally 
the show was going to be him and DM 

to host a casting call, if you will, for in their bedrooms until more and more 

new SMITE casters because he saw Hi-Rez employees caught wind of the idea 

an increased need for new talent in such as production and the higher ups, until 

So You Think You Can Cast was the funded 


and production-filled spectacle it turned 


the growing SMITE scene. Brandon 
invited caster hopefuls to cast 
alongside him during his Smitegame out to be. Also, it was determined during 
stream to test their mettle. Perhaps the this process that, since the community 
greatest success story from this venture is the audience of casters, that they 
was Tiermonster streamer Fswag. He should be able to vote for who they like. 
So You Think You Can Cast was first 


brought to the community as a Reddit 


has since rebranded to F. [please say 
the dot) and is now an official Hi-Rez 
caster, casting games with Brandon post by Hinduman in late August titled 
and others. His is a true success story. So ... You want to be a Smite Caster? In 
As | mentioned above, casting is this post, he asked for caster hopefuls 
often seen as an easy job, but Hinduman to post applications for the talent show. 
told me about the difficulties involved From the 160 or so applicants, Diem 
that the community don't see and Hinduman were tasked with boiling 
or experience. A lot of casting is down the pool to just eight contestants. 
preparation. You have to prepare for However, the judges were unable to limit 
the games you were announcing the field to just eight casters because of 
that day. Hinduman was explaining how much talent there was. A decision was 
how he spent one to three hours just made to include twelve total competitors 
preparing for a game. You have to know for phase one. Each were given an 
everything about both teams, roster SPL or ranked match to cast. There were 
changes, records, and the picks and four weeks of casting, each consisting of 
bans from last time these teams three candidates. At any point during the 
faced, among others. In addition live show, a judge could “F6” the caster 
to preparing for the teams, It was by pressing a red buzzer that eliminated 


expressed that you have to practice them from the competition. There was 
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also a golden buzzer that immediately 
granted passage to the next round. 

After four weeks and twelve live 
casting events, six of the contestants had 
been eliminated. Reasons for elimination 
included extreme nervousness, bad/ 
irritating microphones, and not seemed 
to have the required drive. The community 
could at this point vote for who they wanted 
to remain fighting and the top four would 
move on to round 2. Hinduman told me he 
was surprised that only six casters were 
spared from elimination, he expected that 
the viewers at home would be picking 
four players out of nine or ten, not six 
choices. When the top four were revealed, 
we learned that the casters would be 
competing in groups of two and one caster 
would be left as fourth place. The pairs 
were Fats and Goremiser against HughZ 
and Zambash. Fats and Goremiser won the 
2v2 casting phase and the judges chose 
to save HughZ, leaving Zambash behind. 

All three of the remaining casters were 
to compete at a live LAN event. HughZ is 


Australian and as luck would have it, PAX 
Australia occurred in this time period and 
included the SMITE Oceania Regionals. 
HughZ casted two sets with DMBrandon 
in this event and was met with very 

high praises, leaving many to wonder if 
Fats or Goremiser could match him. 

The duo casted the 5th/é6th matches 
together at the Super Regionals LAN. 
During the finale show, it was revealed 
that based on his performance at the OCE 
Regionals, HughZ won So You Think You 
Can Cast. However, because the show was 
sucha hit, the heads of Hi-Rez allowed 
two winners, both to be rewarded with 
coming to the SMITE World Championship 
in January and get a behind-the-scenes 
experience. HughZ already acquired 
one spot and the final seat was between 
Fats and Goremiser. Fats managed to 
edge out Goremiser 3-2 in a five point 
score board that included votes from 
Hi-Rez staff and the community. This 
meant that Fats would be joining HughZ 
at the SWC as a victor of the show. 


There were multiple contestants that 
surprised our casting staff. Some were 
surprising in that they outperformed 
expectations on the show. Examples 
include Zambash and Xbox caster Ravage 
who got Fé’ed because of mic issues. The 
biggest surprise came from Goremiser, 
who Hinduman and DMBrandon said was 
the twelfth caster included into the first 
round. Starting as a competitor the judges 
expected to Fé to third place was quite 
a journey and story. There were also a 
couple of casters that, Hinduman doesn’t 
like the word “underperformed” but 
instead “did not do as well as expected.” 
Named examples were Electropolitan and 
GreatGrizzly, they didn’t quite meet the 
judges’ or community's expectations. 

Hinduman thought the biggest 
successes of So You Think You Can Cast 
are the community involvement and 
identifying people that he and other 
casters could work with in the future. 
Having community voting livened up 
the event and let the viewers be more 
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invested in the show. Several competitors 
from the event are potential people to 
work with, not only the victors, HughZ 
and Fats, but also people who showed 
talent and potential but were not able to 
advance for one reason or another. It was 
also noted that the eliminated casters 
are still grinding and upping their game, 
some working events that they might 


not have before the show as well as 
advancing the scenes they came from. 

| was also told about ways Hinduman 
thought the show could have been 
improved, looking back on it. One issue 
they had was when SMITE patched, 
recorded matches are cleansed from the 
database and the files cannot be accessed 
by normal game clients. This led to 
limiting choices to casting just ranked 
games from that day. Also, it would have 
been cool if the webcam of the contestants 
were visible in order to see the reactions 
when they were told they were eliminated 
or had passed to the next round. 

Because of the wild success of So You 
Think You Can Cast, Hinduman told me 
that the future looked bright for a similar 
event in the future, possibly next season. 
While nothing is set in stone this far out, 
he revealed that there were thoughts of 
possibly holding casting competitions 
for Paladins and “other future Hi-Rez 
games.” An idea that he threw out was 
including other broadcast-related tasks, 
not just casting. Jobs such as production 
and administration, while harder to 
make a show about, are possibilities for 
the future. Regardless of what ends up 


being included, | am excited to see how 
So You Think You Can Cast evolves. 
Hinduman would like to give shout 
outs to the viewers of So You Think You 
Can Cast and especially to all the casters 
who competed on the show. A big thanks 
to Hinduman for letting me talk to him 
about So You Think you Can Cast. = 


-Zachary McFarland 


ES 
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The world is being taken over by electronics in almost every aspect imaginable. With the addition of the letter e’ 
in front of various fields, it demonstrates the fact that these fields have been integrated with electronics. Sports 
is no different. Hence, the term ‘eSports’ was born, a term that many of us are now very familiar with. 


he fascination with 
electronic sports can be 
traced back to the 1980s. 
During this time, arcade 


T 


gaming was a hit. It also represented the 


seed that would later bloom into what we 
know now as eSports. Winning the sport 
was done through achieving the highest 
score among the previously saved high 
scores on the arcade machine. Soon, 
this led to the first ever tournament 
involving an electronic game. Atari was 
responsible for this through their launch 
of the Space Invaders Tournament. 

The event attracted approximately 
10,000 participants and initiated video 
gaming as a Sporting event. Video game 
programmer, Rebecca Heineman, 
emerged as the winner and became 

the first ever champion of a national 
video game competition. As an arcade 
game, the main attraction to viewers 
would be in finding out if a certain high 
score could be beaten by the contestant. 
It’s no wonder hype can be generated 
from watching a player accumulating 
points as he or she gets closer and 
closer to achieving a new high score. 


TECHNOLOGICAL 
ADVANCEMENT. 


The 1990s saw the soaring of 
technological advancement. With it, the 
PC became more prominent. Gaming 
itself followed in pursuit and rode along 
with the technological surge. Graphics 
got better, sound effects were improved 
and the plot of games themselves became 
increasingly complex. The amalgamation 
of these ideas resulted in the increase in 
popularity of video games. More and more 
people became attached with this form of 
sports and it’s no surprise that eSports 
tournaments continued to make their 
appearance. In 1997, the Red Annihilation 
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Tournament was held in Atlanta, Georgia 
(what a coincidence] in conjunction with 
the first-person shooter, Quake. Players 
were immersed in a maze-like world with 
its dark settings, armed with a wide variety 
of weapons. This event was one the first 
few video game competitions that was 
carried out on the national level. Similar 
to any other sport, a prize was presented 
to the winner of the tournament. The 
winner, Dennis Fong’, was presented 

with a Ferrari belonging to the lead 
programmer of Quake, John Carmack, as 
the grand prize. This game would be more 
focused on survivability. Viewers would be 
caught up in watching a player progress 
through the game without losing lives 
(and eventually leading to death) through 


careful movements around obstacles as 
well as proper aiming to shoot enemies. 
Arun through of the game with minimal 
health loss paired with precise shooting 
will definitely pull a viewer in, making one 
curious if a perfect run could be possible. 
Almost a month later, a gaming league 
was formed through the Cyberathlete 
Professional League (CPL). This league 
was considered the pioneer of video 
game tournaments and became the basis 
for future tournaments and leagues. 
Throughout its inception, the CPL has 
distributed more than US$ 3,000,000 worth 
of cash prizes, showing the acceptance of 


eSports as a real sporting event, even in 
its early days. However, in 2008, the CPL 
ceased operations, explaining that the 


field of gaming leagues were becoming 
too crowded. Even though the CPL ended, 
their reasoning once again displayed that 
competitive gaming was becoming a lot 
more well-known as the years progress. 
In the late 90s, eSports was blessed 
with a new genre of games: real-time 
strategy (RTS). What exactly is a real- 
time strategy game? Simply put, it covers 
strategy type games that are not carried 


out in turns, hence the term ‘real-time’. 
They usually involve creating units, building 
bases, gathering resources to expend and 
micromanaging all these tasks to reach 
the end game: to destroy the enemy base. 
Strategy games are always interesting to 
watch. Almost every sport involves some 
form of strategy. From football plays to 
pool shots, strategy is always present 

in some way or another. Watching the 


outcome of the game through a person's 
use of strategy can be very enticing since 
the result would always be different based 
on the particular strategy being used. This 
genre then became one of the staples of 
eSports through Blizzard Enterntainment’s 
Starcraft: Brood War. Gaining popularity 
in South Korea, Starcraft left in its wake 
an active professional competition 

circuit. Many tournaments were held 
during this time along with lucrative 

cash prizes. With the introduction of this 
new genre, it’s easy to understand how 
quickly eSports expanded since it is now 
presented to an even larger audience 

of video game fans around the world. 

The 21st century arrived. Electronic 
games kept growing bigger and bigger 
and nothing could stop the video game 
train rolling. Not only did PC games grow 
in leaps and bounds, console games also 
started making a name for themselves 
with the introduction of the Playstation 2 
(still the best-selling console to date) and 
the Xbox. The 2004, critically-acclaimed 
release of Halo 2 turned it into one of 
the main eSports titles especially on 
console. Again, Halo 2 was a first-person 
shooter that involved dexterity in aiming 


70 // THE RISE OF ESPORTS // SMITE WORLD CHAMPIONSHIP 


shots to kill instead of be killed. ESports 
events for Halo 2 then became the 
spark that lit console eSports to fame. 

Fighting games were also introduced 
to the console. These games usually 
involved two players picking their 
character and fighting them out on a 2D 
based setting although in recent times, 
certain fighting games have now evolved 
to 3D settings as well. Titles such as 
Smash Bros. and Marvel vs Capcom 
found their home in eSports through the 
console. Even shooters like Call of Duty 
started making their eSports appearances 
through the console and at the same 
time, garnering huge prize pools. 

In 2002, Major League Gaming (MLG) 
was introduced and is now the biggest 
eSports league covering a wide genre 
of games. In the past, games such as 
Halo, Tekken and Call of Duty have 
been featured. Competitions organized 
have been broadcasted online and 
even on television. According to their 
official website, the mission of MLG is 
to promote eSports on a global scale 
through competitions and to deliver 
gaming content on their streaming 
platform - MLG.tv. Through MLG, PC 
and console tournaments continue 
to grow from strength to strength. 


IN THE SECOND 
HALF OF THE 
NOUGHTIES, THE 
MULTIPLAYER 
ONLINE BATTLE 
ARENA OR BETTER 
KNOWN AS THE 
MOBA ARRIVED. 


The improvements to eSports at the 
turn of the century does not stop there. 
In the second half of the noughties, the 
Multiplayer Online Battle Arena or better 
known as the MOBA arrived. The MOBA 
made its way into the eSports scene in 


explosive fashion with their popularity 
increasing exponentially over the years. 
This can be credited to titles such as 
DOTA 2 and League of Legends and more 
recently, our beloved third person view 
MOBA, SMITE! The MOBA has definitely 
brought eSports to the next level in terms 
of coverage as well as prize pools. Taking 
into account the latest tournaments, the 
top 12 spots for the largest prize pools in 
eSports all belong to MOBAs, consisting 
of DOTA 2, League of Legends as well as 
SMITE. In terms of coverage, DOTA 2's ‘The 
International’ has already received a slot 
on ESPNS. Even this source of all sports 
have recognized eSports as a legitimate 
form of sports, deserving to be televised. 

However, not everyone shares the same 
sentiment for eSports. Not too long ago, 
ESPN president, John Skipper, gave his 
view on eSports through this comment: 

“It's not a sport - it’s a competition. 
Chess is a competition. Checkers 
is a competition. Mostly, I'm 
interested in doing real sports.” 

A lot of the uncertainty surrounding 
eSports boils down to how one interprets 
the definition of a sport. What exactly 
makes a sport? If constant hours of 
practice to perfect a certain skill required 
to win a contest defines a sport, then 
eSports certainly fits the bill. If large 
amounts of physical body exertion like 
running is required for something to be 
considered a sport, then eSports might 
not really count as a sport anymore. 

With this unstoppable force that is 
eSports, what does the future hold for 
it? Would more people start to accept 
video games as a form of sport or 
would it always remain in the shadow 
of more traditional sports such as 
basketball or football? Either way 
though, the future definitely looks bright 
for eSports. In this current day and age 
of technology, eSports are showing no 


signs of letting up anytime soon. m 
-Timothy Tian 


CLOUD9 G2A: 
REIGNING CHAMPIONS 


remember the first time | 
met Cloud9 G2A (formerly 
COGnitive Prime): it was 
on the bus from the Cobb 
Energy Centre, thirty minutes after their 
2015 SMITE World Championship victory. 
An events staff demolition crew had 


already begun breaking set, and the final 
SMITE banners had just fallen, despite 
exiting fans. | drew the hood on my SMITE 
World Championship [SWC] hoodie closed 
and shivered out into the frigid air; | should 
have packed warmer. | climbed up into 

the event bus and sat next to Hinduman. 
He had changed out of his suit and into an 
identical SWC hoodie, and despite deep, 
sleepy eyes, he looked awake. We smiled at 
each other, then we looked away from each 
other--he out the window; | at my eyelids. 
We sat in silence for about ten minutes, 
then the bus driver (a self-proclaimed 
eSports “know nothing”) announced, 
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proudly, “Here they come! The winners!” 

COG Prime climbed up into the bus to 
a small applause. Someone [a reporter, | 
imagine) shouted “How does it feel?” but 
the team remained silent. They simply 
smiled and collapsed into the back of the 
bus. A couple minutes later, Titan (second 
place] entered, and COG clapped for 
them. They were exhausted--physically, 
mentally and emotionally drained--but 
they found energy to cheer the runners up. 

| met C9 a second time near midnight 
at the Main Event after party. Titan's 
Ataraxia had organized a laser tag world 
championship rematch, and he had 
invited me to “report on the action”: 

“We need someone to set the story 
straight! And that someone is YOU!” 
he said, playfully. “A world exclusive! 
Titan versus COG, the laser tag 
winner-take-all event of the century! 
$500,000 on the line! Who will win?” 


“And if we win, we get your share of 
the pool, too!” BaRRaCCuDDa laughed. 

“Deal!” he lied. 

It was then that | realized how eSports 
was nothing like any other sport | had 
ever covered. Players separated by team 
allegiances, nationalities, and continents 
could still play together--and not just 
play together, but be friends. Rivalries 
were intense, prize pools were colossal, 
and endorsements were extravagant, but 
teammates still loved and cared about 
each other. It was then that | realized 
how truly special eSports was, and it was 
then that | gained a particular love for 
SMITE and its professional teams. And 
COG Prime destroyed Titan in laser tag. 


WANTED MORE 
POSURE AS A 
TEAM WITH MORE 
OPPORTUNITIES. 
CLOUD9 HAS MORE 
STRUCTURE ALONG 
WITH A MUCH 
BIGGER FAN BASE. 


E 
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There, Ataraxia. | said it. | set the story 
straight. (I hope you read this and weep!) 

That said, | was excited to interview 
the reigning world champions for this 
special SMITE World Championship 
issue of SMITE Magazine. It has been 
a year since | last talked with anyone 
from C9 (outside of Twitter), and it has 
been nice catching up with them. 

For those unfamiliar, Cloud9’s 
SMITE team contains four members of 
the disbanded COGnitive Prime world 
championship team: Andinster, Jeff 
“The Sex” Hindla, MLCSt3alth, and 
BaRRaCCuDDa. Baskin, a former Denial 
eSports team member, joined Cloud? in 
August to complete the roster. Despite 

a rough season opener plagued with 

DDoS attacks and bad luck, C9 has 

rallied in the latter half of the SMITE 

Pro League season. They placed 

second in the SPL North American 

Summer Season, with Andinster 

and BaRRaCCuDDA receiving 

split MVPs, and they won 12 of 14 

games in the Fall Split. Despite stiff 

competition from Avant Garde and 


Ss ¢@ 
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Fnatic, Cloud? maintains its position as 
one of the most favored teams going 
into the tournament. The following team 
interview is both an introduction for new 
eSports fans and a sort-of catch up for 
veterans. [All answers represent the 
consensus, unless stated otherwise.]} 
For those that haven't been keeping 
up with SMITE eSports, why did COGnitive 
Prime make the jump to Cloud9? 
We wanted more exposure as 
a team with more opportunities. 
Cloud9 has more structure along 
with a much bigger fan base. 
How is playing for Cloud9 different 
from playing for COGnitive? 
Although COGnitive was a 
great sponsor for us, Cloud9 has 
surpassed all of our expectations. 
Baskin, what is it like being the 
‘new guy’ ona defending world 
championship team? Do you feel like 
you have something to prove? 
Yes, | definitely felt like | needed 
to prove myself. Omega is a long time 
top tier player, and as a newer player, 
| definitely could tell that people were 
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judging me and comparing me. And 
because my team won the first SWC, it 
just made the shoes even bigger to fill. 

BaRRaCCuDDa, why do you 
play SMITE without shoes? 

Having shoes on at LANs is super 
distracting and I'm super aware of the 
weight so | can’t focus at all. Once | 
take them off | feel like a new man. 

Who is your biggest competition going 
into the 2016 SMITE World Championship? 

We don't really think about that 
stuff, we just go into every game 
with the best strategies that we have 
prepared and try our best to win. 

What has been your biggest 
obstacle this season? 

The team as a whole was slow to 
adapt to patch changes. We had to 
change to several different styles of 
play instead of going with the same 
style we'd been playing for months. 

How did you rally past a 
rough season opener? 

We opened the season just fine! We 
all were playing really well. The only 
reason we were losing was because we 
were getting ddos’d and had to forfeit a 
good majority of our first games. We had 
to protect ourselves and keep our spirits 
up. We knew that if we had to battle skill 
against skill we would come out on top. 

In the Fall Split, you won 12 of 
14 games (qualifying 3rd in Super 
Regionals}. What changed between 
the early season and the Fall Split? 

We were able to get VPNs as well as 
being accustomed to Baskin’s playstyle. 
Also, the Cognitive invitational allowed 
our team time to mesh together. 

Who put “The Sex” in 
Jeff “The Sex” Hindla? 

Allied senpai gave me my name. 

Another question for Jeff: support in 
SMITE is very different from support in other 
MOBAs like League of Legends and DotA 
2. What makes a good support player? 

Communication, pretty much 


never stop talking and giving 


everyone information about whose 
abilities and spells are up. Also 
peeling is insanely important 

Andinster, what is it like to captain 
a professional MOBA team? How 
is it different from captaining any 
other sport? How is it similar? 

It’s awesome, everyone works really 
well together and we all learn from 
each other. Its different from playing 
other sports because there is more 
psychology involved with finding out 
how people learn and how they respond 
to advice. It’s similar for the amount of 
time required and team work involved. 

How has the SMITE competitive 
scene changed since Season One? 

The competitive scene has just grown 
very much since the start, at the beginning 
teams had little to no communication, 
now everything is practiced to as 
close to perfection as possible. 

MLCSt3alth, you won MVP at the SMITE 


7 


World Championship last year. How has 
the title affected your play this season? 

| don’t think the title has affected 
my play at all. SMITE is a team game 
and | wouldn't be able to win these big 
tournaments without my teammates. Me 
receiving the MVP award doesn’t make 
me feel any better than anyone else on 
my team. | played so well because my 
team allowed me to play well. | was on 
autopilot because they were putting 
me in such easy positions to succeed. 
My teammates all deserved the award 
just as much if not more than me. 

If you were a god, who would you 
be? (Which god most fits you?) 

“Zeus. He's the god of gods. He 
carries lightning everywhere he goes 
and he’s strong and shirtless. He’s 
also really pretty.” - MLCst3alth 

“Bacchus because he is 
my homeboy.” -Jeff 


“lam Apollo.”-BaRRaCCuDDa m 
-Jacob Crawford 


DRINKING A BEER 
WITH NSHADOW 


When a game becomes successful, people will want to create content for that game. SMITE is no exception 
and we wanted to put some of these content creators into the spotlight. The first one we'll be talking with is 
eGrNShadow, Community Manager for eGr and one of the top Joust players, and streamers, in SMITE! 


ou’ve had a very unique more focused on being a personality and | held in Juice was that of a silly dope 
entrance into the SMITE being entertaining that it sort of went that kid that was always the butt of the joke. 
Community as dmbrandon way. | also didn’t think it was relevant at While it wasn’t for malicious reasons, it 
was already a set personality | the time to let people know that | had it. became what | was established as in that 
when he introduced you to the game. How So | wasn't consciously keeping it out of group. The unfortunate part is that, if the 
did this affect you as a content creator? the picture, it’s more that the focus on my community views you one way, that’s the 
It was an incredible boost. Whenever overall presentation was more pressing. only way they’re willing to see you as. | 
you enter a community you're basically | personally noticed that over time you had to reinvent the way people perceived 
a nobody until you make a name for changed from a personality into a person me, in a way, so they saw me for who | am 
yourself. Thanks to the support from during your streams. Did that happen instead of the Juice member with that set 
DM and the Juice community | was naturally or did you work on that actively? role. It took a little while to get through that 
able to have my channel spearheaded Honestly, a lot of that change came transition, and | had to ban a lot of people 
and get it going way beyond what any from leaving Juice. The type of position from my channel who were unable to let go 


other streamer would've been able to. 
Despite any differences we have now, 
Ill always be grateful for the welcomed 
place he gave me in his community. 

Actually, when | was doing some 
research into you | bumped into the 
drama that surrounded you leaving 
Juice. Does that still linger on? 

The drama part doesn’t linger, 
as I’ve decided to move on. The 
relationship just isn’t there anymore. 

To press the issue a little further, in the 
TwitLonger explaining what happened you 
mentioned you have an anxiety disorder. Is 
this something you consciously kept on the 
background or did it just never come up? 

When | first started streaming | didn’t 


feel comfortable discussing that. | was 
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of that image, 
but | got through 

it. For, as silly as |am now, 

because that is a part of who | am and | 
like that, it’s hazardous to fully embrace it 
as your identity. So it really helped me to 


leave that group and focus on myself more. 


When | first left | was really afraid 
that it would also mean the end of my 
streaming career. It was how | got my 
name and how people knew me. | was 
known as JuiceShadow on Twitch and 


Twitter as well, 

so It was literally my 
namesake. | really had to think about what 
| wanted to do. Eventually | realized how 
much | loved streaming independently 
and growing my own image, and decided 
to pursue it full-force. Ironically, leaving 
what is probably the largest SMITE 
community helped me grow not only as 
a person, but also as a content creator. 
My channel wouldn't have been as big 


as It is now if i had stayed with Juice. 
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Let’s move on to the actual game! 

On stream, you play Joust almost 
exclusively. What is it about Joust 
that draws you in so much? 

| end up talking about this a lot 
on the stream, because people keep 
asking “when are you going to play 
Conquest?” | love Conquest and the 
entire idea of competitive SMITE. But 
what | really enjoy most is the 1v1 aspect 
of Joust. It’s not the map, because | 
don't play both 3v3 and 1v1 Joust, it’s 
that | specifically like 1v1 scenarios. 

It started early in my career asa 
semi-professional Super Smash Brothers 
Brawl player. | was mostly known as a 
2v2 player, because that is what | was 
sponsored to play, but | enjoyed the 1v1 
aspect of SMASH a lot more. | love having a 
single opponent you have to out-think and 
out-play, rather than being reliant on other 
factors like Junglers ganking or whatever. 
Usually I'll pick ADC or, lately more often 
Solo, and attempt only to outplay my 
opponent in lane entirely, forgetting about 
the other 8 people on the map entirely. So 
the mentality that | have, the hard out- 
playing of a single opponent, just isn’t 
suited for game modes like Conquest. 


AS/A.YOUTUBER 
AND STREAMER I 
HAVE THAT DESIRE 
TO EXPLAIN MY 
DECISION-MAKING 
TO MY VIEWERS, 
BUT THAT CAN 
GET REALLY HARD 
BECAUSE SOMETIMES 
THERE SIMPLY 
ISN’T A REASON. 


I'm also a very aggressive player, 


and that is mostly unrewarded in 


Conquest, mostly because ganks and 


safe farming are so prevalent. 


That's actually something | wanted 


to touch upon. While the 1v7 aspect 
translates over really well between 

SMASH and SMITE, the rest absolutely 
doesn’t. How did you bridge from the 

pure mechanical skill of Fighter to the 
theoretical knowledge required in a MOBA? 

Honestly, until this day | still don’t 
know exactly what a large amount of 
abilities do! It was always a big, long- 
running joke when | was with Juice that 
| didn’t know anything about the game, 
and that remains true in some forms. It 
took me | don’t even know how long until 
| found out that the blue buff actually 
gave Cooldown Reduction. One of the 
most important aspects of the game is 
buff control and | had no idea what | was 
doing. A lot of people ask me when the 
purple buff outweighs the red buff on 
an ADC or Mercury, and | can’t tell them 
exactly when. | always go by instinct, 
and that’s the way | like playing games 
the most. It’s good to theorycraft and 
analyze situations, and | do that outside 
of the game. But when I’m playing, | rely 
fully on feel and instinct and nothing 
else matters but fighting my opponent. 

As a YouTuber and streamer | have that 
desire to explain my decision-making to 
my viewers, but that can get really hard 
because sometimes there simply isn't a 
reason. It’s just what | feel at that moment 
and | go with it. A lot of stuff in my playstyle 
will go unexplained because of that. 

One thing | did actively try is to become 
someone who does know what he’s talking 
about when it comes to builds and specific 
scenarios. Not to say | don’t understand 


how fighting works, | can pick apart 


almost any scenario based on general 
game knowledge, especially when I’m 
familiar with the matchup. | usually host 
a tournament every week and a lot can 

be gained by watching these people play 
and analyzing their plays. So I’m trying to 
transform myself, both as a streamer and 
as a player, into someone knowledgeable. 
But this will always be by feeling, as 

that is just the kind of person | am. 

Let's get back into content creation. 
What do you say to aspiring content 
creators when they ask you for advice? 

It’s unfortunate in a way, because 
there's multiple aspects to growing 
your channel, and not all of them under 
your control. The main aspects are your 
personal skill, which is your entertainment 
factor, knowledge, in-game skill etc., 
and the actual success part as in gaining 
viewers. What | always tell people is 
that they have to make connections. As 
unfortunate as it is to tell people that it’s 
not entirely reliant on them, they have 
to make those connections. If you have 
no presence in the community, it doesn't 
matter if you're a great player, amazing 
analyst or just absolutely hilarious. If 
people don’t know you, they’re not going 
to click on that stream or that YouTube 
video. You need those connections to 
have people help promote you, to send 
viewers your way and just talk about you. 

What are your plans with eGr 
and eSports in general? 

eGr is something I've put a lot of 
energy, time and passion into. | love 
being a community manager and one of 
the faces of a widespread community. 


| wouldn't want it any other way or 


any other type of position. While this 

is still on a relatively small scale, | am 
committed to being that type of community 
representative in general. That’s why 

| became a content creator: to forge a 
community and to form relationships with 
people. That's what keeps me going. 

As for the future, you have to look 
at it as a climb: always forging new 
relationships and keep networking until 
you get known in places where it matters. 
In the grand scheme of things eGr is still 
a very small corporation, but we're trying 
to establish ourselves as one of the big 
names in eSports. However, if things don’t 
go the way we want with eGr, I’m still 
building connections as a streamer and 
| can fall back on that if | absolutely have 
to. Of course, the hope is that it’s always 
going upward, and that’s the goal as well. 
Not just with eGr, but also personally. 

You gotta keep that endgame in mind! 

Any shoutouts you want to make 
before we wrap up this interview? 

Of course! A big shout out to my fans 
and supporters. No matter who they are 
or in what way they can contribute, | want 
to thank them so much for supporting me 
and helping me get where | am today. | love 
where | am and these people have given 
me the strength not only to overcome my 
disorder but also to keep going everyday 
and keep improving as a content creator. = 


-Jorg van der Velden 


Channels: 

Twitch: twitch.tv/nshadow 
Twitter: (deGrNShadow 
YouTube: youtube.com/nshadow 


78 // NSHADOW INTERVIEW // SMITE WORLD CHAMPIONSHIP 


A monitor fit for wizards, warriors, and kings, the ViewSonic® 


VX2457-mhd 24" multimedia monitor is your portal to other 
worlds and dimensions. With ultra-fast 2ms response time 
and AMD FreeSync™ technology at your disposal, your foes 
will be left asking “What sorcery is this?” 


e e ® 
Specifications and availability are subject to change without notice. Corporate names and trademarks 1e@Ww OnIC 


stated herein are the property of their respective companies. Copyright © 2015 ViewSonic Corporation. 
All rights reserved. [18353-00B-12/15] 


GAMING 


DRINKING A BEER WITH 
PENGUINOFDEATH 


ome of you may know him, 
some of you might not, 
but in my opinion this man 


deserves to be a legend! 


He’s just as funny in real life as he is in his 
videos and his streams, which undoubtedly 
led to his popularity today. Who could it be 


other than the mythical PenguinOfDeath! 
THE MAN 


PenguinOfDeath, or Chris as he’s 
known in real life, is just your regular 
old Joe who lives in Arizona, US. He 
went to college to study Theatre, but 
quickly found out that it wasn't really his 
thing and left. The improv classes did 
stick with him and helped him hone his 
already strong sense of humor, which is 
directly visible in the content he creates. 

When asked why humor was such 


a big part of him, Chris replied with “| 
find life funny, even when supposedly 
‘bad’ things happen.” Of course, 

this needed to be illustrated so he 
added the following anecdote: 

“At one time | was in the grocery 
store and an old lady in a Rascal [mobility 
scooter] lost control of it. She slowly 
rolled down the aisle while screaming 


at the top of her lungs. An employee 
rushed over to pull and tug at the Rascal 
to try and slow her down as she crashed 
into the shelves and the handle dropped 
item after item on the floor. | had to fight 
so hard not to laugh that | needed to 
leave the aisle! | just couldn't stop it.” 

As you can see, life isn't to be taken 
too seriously according to Chris. And 
this carries over to games as well, 
as he just loves to muck around in 
SMITE and mess with people. 


THE MYTHOS 


Chris’ introduction to SMITE was 
back in closed beta when he received 

a beta invite from a friend. Initially, he 
didn’t spend too much time with the 
game, as he was a] invested into another 
game and b) it was when Cupid was just 
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at 1) 
a 


oul Survivor- 


released and he got 20+ kills with him 
during the first or second game. “So | was 
like: oh, this game is easy. Not knowing 
that Cupid was kind of overpowered 

when he was released, of course.” 

It didn’t take long for the other game 
to die and he had time to try out SMITE 
some more. “It was kind of similar to the 
other game | played, and | really liked the 
third-person perspective a lot. | thought: 
| can grasp this, I’ve played third-person 
games before so | can kill people.” 

Like most other players, Chris 
was trying to be a good player and a 
‘tryhard’. Not to get to a pro level, but 
just to be the best that he could be. 

This got boring to him though, and he 
started looking for other ways to have 
fun in the game, leading to the playstyle 
you see in his content today. 

While his brief 
background 


(34392 0 


¥ /Penguin@fDeath 


HIREZKAOSTIC 


in Theatre helped with creating content, 
it wasn’t until around two years after 
leaving college that Chris started making 
YouTube videos. “I was thinking about 
getting a vocal coach and get into voice 
acting, but | really liked this SMITE game 
and it’s about to release. There weren't 
many YouTubers out there, so if | wanted 
to make something out of it, | had to try it 
then. So | tried to make another video [he 
had made one before, but let’s not talk 
about that one] and it just worked really 
well. | ran away with it at that point.” 
The plan to stream was there 

from the beginning, but he lacked the 
equipment to run a proper stream. He 
kept making YouTube content as he 
saved up for the necessary 
parts and last August 
saw the transition 

from YouTube 

to Twitch as 


the main source of content. 

“| really want to keep generating 
content for both channels, but it’s hard to 
balance the two. Now | stream pretty much 
every night, and making videos kind of slips 
through the cracks as I’m just too tired to 
do anything after streaming. | am working 
ona schedule though, and | want to upload 
at least two videos a month. It doesn’t help 
that I’m not a very organized person!” 


THE STORIES 


All of the voice-work in Chris’ content 
is done by him: from the ‘singing’ in videos 
like ‘Stacker’ to the dialogue in videos 
like ‘Neith: Goddess of Personality’. “l 
just try to think of something stupid about 
what’s happening in the game and try to 
imagine what kind of conversation they 
would be having. Then | try to make it 


THE,FAST PACE 
OF THE GAME 
IS ONE OF THE 
CHALLENGES 
CHRIS HAS TO 
DEAL WITH 
WHEN MAKING 
CONTENT. 


sound like it’s two people talking, even if 
it’s clearly my voice going back and forth.” 

This doesn't mean that it’s all 
natural and easy. “Sometimes | think 
of an amazing joke for a video, but it 
takes 30 seconds to tell it while the 
clip is only 10. In the video ‘Bestest 
Bastet’ | had this incredible dialogue 
planned for Ra while he was dying, 
but because it took too long it turned 
into: can’t talk now, busy exploding!” 

The fast pace of the game is one of the 
challenges Chris has to deal with when 
making content. Saying something witty 
takes time and that’s something you don’t 
have a lot of in SMITE, so he had to learn to 


SMITE WORLD CHAMPIONSHIP // PENGUINOFDEATH INTERVIEW // 81 


distill what he says to the gist of it across, 
cutting out the fluff. The aforementioned 
Ra dialogue is part of a bit where the 
original idea was to have Bastet ask a 
bunch of people to sign a petition about 
something or other, but the initial version 
took way too long [Ra was still talking 10 
seconds after he died). So now it looks like 
Bastet’s that annoying person at a train 
station that runs around and asks everyone 
“Can you answer a couple of questions?” 


ADVICE IS HARD 
THOUGH. I DON’T 
WANT TO BE THE 
GUY TO TELL YOU 
‘IT’S BRIGHT AND 
SUNNY OUTSIDE’ 
AND WHEN YOU 
GO OUTSIDE YOU 
GET STRUCK BY 
LIGHTNING. 


Chris’ style in regards to YouTube 
videos is not only heavy on humor, but also 
on editing. While most of the SMITE videos 
aren't that heavily edited visually, the audio 
always is. “I love editing and | don’t care 
if | have to butcher everything to make it 
work.” The music videos are a different 
story though. “Oh dear lord yes. Schileru 
[fellow YouTuber and collaborator] 
spent several weekends in 
a row just to finish the 
‘Stacker’ video.” 


THE SAGE’S 
ADVICE 


According to 
Chris, the first 
and possibly most 
important step to 
both streaming and 
YouTubeing, besides 
having the right equipment, 
is having fun. Find something 


about streaming that you enjoy and don't 
worry so much about the numbers. “I know 
that’s almost impossible to do, and | still do 
it as well, but focusing on those will only 
make you depressed and hurt not only your 
mood but also the quality of your stream.” 
Another thing to do Is building 
a network of people who 
already have their viewer 
bases. They can help 
you in various ways, 
like giving advice 
and promoting your 
content. “I’m not 
telling anyone to 
become friend with 
me for benefits, just 
saying, but it’s good to 
make connections just 
like in the real world.” 
As for YouTube, try 
to do something that hasn't 


been done before. And if you’re going to 
do something that has been done before, 
make sure you do it better than whoever is 
doing it right now. “If you can do what | do 
better than me, then please, run me out of 
business and I'll congratulate you for it!” 
It also helps to find your own niche, 
your own thing that separates you 
from the rest. And carry that over if 
you're doing both YouTube content and 
streaming. Doing both actually helps 
both, as it allows you to promote one 
with the other. As long as you can do 
them right and balance them correctly. 
“Advice is hard though. | don’t want 
to be the guy to tell you ‘it’s bright 
and sunny outside’ and when you go 
outside you get struck by lightning.” = 
-Jorg van der Velden 


Twitch: — twitch.tv/PenguinOfDeath 
Twitter: | (€aPenguinOfDeath 
YouTube: youtube.com/PenguinOfDeath 
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Wait, 3rd Lotus 
Prince? 

What happened to 
the other ones? 


Now, Ne Zha 
you are ready 
to face Ao 
Kuang, the 
Dragon King, 
as the 3rd 
Lotus Prince! 


They uh... 
retired, and 
uh... moved 
out to a farm 
somewhere. 


Comic Written by Jon V | Art by Gwendoline Martin 
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What’s 


Argh,I got 
wrong with 


Professor 


AMC again? Mowe Professor 


He’s a good teacher, but he always seems to give 
the same grade for everything. 


Comic Written by Jon V | Art by Gwendoline Martin 
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serget 
Thanatos 
Vulcan 
Zhong Kui 


SMITE GO 
WORDSE 
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Ah Muzen Cab 
Aphrodite 
Athena 
Bellona 
Chronos 
Guan Yu 
Hou Yi 
Khepri 
Mercury 
Nu Wa 
Rama 
Sobek 
Thor 
Xbalanque 
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Kukulkan 
Ne Zha 
Odin 
Ratatoskr 
Sol 

Tyr 

Xing Tian 
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Kumbhakarna 
Neith 

Osiris 

ravana 

sun Wukong 
Ulir 

Ymir 
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Nemesis 
Poseidon 
Scylla 
Sylvanus 
Vamana 
Zeus 
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